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PLAY VIDEO GAMES, 
CHANNEL SURF, 
AND BROWSE THE INTERNET. 


ALL ON YOUR ТҮ. 


NET LINK FOR SEGA SATURN™ 
IS HERE. 


Who says you need a PC to browse the Internet? 
Net Link lets you do it all on your TV. 
Simply. Easily. And all for less than $400. 


Net Link is a high-speed 28.8 Kbps modem which 
attaches to the powerful Sega Saturn 

gaming system. It delivers full E-mail 
capabilities. А Web browser customized for 

TV use. A 3D home base linked to over 225 

of the hottest Web sites. And a month's free 
Internet access from Concentric Network. 


Others will ask you where you want to go. 
We'll take you there. 
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Мо more Mr. Nice King! He's 
"Working for the dark side now! 
King Alfred, the Holy King of 
Verdite has fallen victim to the 
minions of evil as ASCH 
Entertainment brings in another 
installment of last winter's hit 
PlayStation title King's Field! 

In King's Field TI, you will find 
the same gripping elements you 
found in the first King's Field, 
only with even MORE of the fan- 
tastic elements that addicted you 
to the original. 

An awesome new world lies 
before you as you embark on your 
new quest. ASCII obviously put 
in an incredible amount of work to 
make this new quest in the king- 
dom of Verdite as lavish and 
realistic as pos- 
sible. This 
realism stems ` 
from the same tech- ` 
nology that was used „ 
in King's Field I, but : 
this time, you have the 
entirety of the kingdom 
to explore! 


пр 15 Back, But 
His Field Has Chaneed! 


Outdoors, inside castles, villages, 
underground passages and dun- 
geons — all combine to make an 
immense world that will have you 
immersed within moments. 
Make no mistake, this is no ordi- 
nary sequel. Numerous upgrades 
and captivating elements mix 
with the most addictive points 
of the original top-selling 
adventure to bring you 
. the hottest new title to hit 
. the PlayStation this year. 
~~ As you may recall from the 
first King's Field, a 3D tex- 
. ture-mapped, 360* world of 
| larger-than-life enemies lay 
before you on the monster 
“infested island of 
^ Melanat. 
Shipwrecked on this 
island, you were to bat- 
tle your way through 


dungeons and monsters 
in search of . the 

Moonlight Sword 
which was stolen from 
the King's Throne in 
Verdite (the kingdom on 
the mainland). 

Your character, 
Alexander, learned magic 
spells, grew more skilled 
with his sword, and was able to 
pick up and equip any weapons, 


Advertisement 


levels upon levels of 


armor, or items found on the 
island. АП of the elements of a 
winning RPG were packed into a 
first-person, Action/Adventure 
outer shell — bringing a very 
unique game to the genre which 
held the attention of most every- 
one. With vast improvements 
over the first, King’s Field II is 
bound to share the same success 
story! 

One of the most riveting elements 
of the new quest is that the story- 
line has been greatly improved 
upon! I know that a lot of us 
thought that the first King’s Field 
was plenty deep, but ASCII has 
gone above and beyond to make 
this sequel an experience that will 
draw you deep into the involved 
plot — disabling you from putting 
down your controller until every 
last Red Eye, DragoNewt, and 
Stool are driven from the king- 
dom! 

You start out the game with an 
introduction which allows you the 
chance to find out what has been 
happening since Alexander 
brought back the Moonlight 
Sword to the kingdom of Verdite 
five years ago. А cool intro 


sequence complete with voice 
over and full-motion cinematics 
bring you into the world as the 
King's son, Prince Austin Lyle 
Forester, a title that should have 
everyone in the kingdom bowing 
to kiss your feet. Unfortunately, 
your father — King John Alfred 
Forester I — has fallen to the will 
of the evil forces which are attack- 
ing your kingdom. 


As you progress through the game 
to go out and save the world, you 
will have to talk to all walks of life 
in the Kingdom. Eccentric Monks, 
irate mothers, indifferent soldiers, 
even an occasional enraged mon- 
ster will have a few words for you. 
Your challenge, of course, is to 
win the favor of the people so that 
they will give you the help you 
need as you try to learn new spells 


"It's so addictive, they' Il have to cut 


the power to my house to get me to 


stop playing!” 


of magic, pass over rivers of lava, 
and collect threads of power that 
can sew your kingdom back 
together. 

Don't get me wrong, this is no 
"rocking at home with your cro- 
chet needles" game we're talking 
about! You'll come up against 
some of the most frightening апа 
powerful enemies since Clash of 
the Titans! ` 

In addition to the game's story- 
line, ASCII has also put forth a 


valiant effort to come up with- 


humorous and stimulating dialog 
and characters to bring your quest 
to life. Such characters as Jack, a 
100+ year old resident of Verdite 
with a more than stereotypical 
attitude and a funny senility about 


— Game Tester. 


him, will bring sparks of humor! 
that you'll enjoy throughout the 
game! Even a bit of romance 
enters the quest as the scantily 
clad elf merchant, Lyn — who has 
held a flame for the prince since 
childhood — drops hints about 
her feelings that even a Golem 
could comprehend. 

Not to forget about the CD quality 
sound, of course! King's Field II 
has a wide selection of accompa- 
nying music to entreat your ears 
as you progress along your jour- 
ney. Original scores are long’ 
enough to not sound repetitive and 
yet аге not so intruding as to dis- 
tract from the ambiance which 
they so artfully bring to the game. 
Other sound effects include terri- 


Remember me? Shore ya do...it's Leon Shore. Come 
visit my house whenever you need a friend or a guide. 
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The igne шшс in King`s 
Field Ш is slightly different from the 
original. The enemies have been 
enhanced to recognize your pattern. 
of attack so that they can turn, 
block, even parry and thrust to put 
you quickly into the realm of the 
dead! What you will have to learn 
is to circle and then double back 


Field H, you 
leve success. 


spes you go 
fora hit. 


around the next bend! 

With all of the improvements over 
the original King's Field. you may 
bé, worried that ASCII made 
changes in the intuitive control & 
easy-to-use pop-up menus. Well, 
let me put 
your 


They E 
attack in groups, so make sure that 


e m 


fying wails, screams, and roars 
from the afflicted and from the 
enemy: thunderous explo- 
sions, the glorious sound of 
steel on steel during sword 
fights; and, of course, the 
exceptional Stereo 
effects that were such a 

notable achievement in 

the first King’s Field! 

You can actually tell 

how close you are to a 
monster by how loud the 
eerie screeches and roars 
are — with some practice, 
you can even distinguish what 
you're going to.come up against 


put their 
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From oftware, Inc. of J арап to make King s Field i 


mind at ease. ASCH did leave in 
some of the already refined ele- 
ments that made the first King's 
Field a roaring success. The intu- 
itive control and pop-up menus 
remain unchanged for the most 
part. ASCII did, however, add а 
feature to the "System". menu 
which allows you to change the 
default button. configuration to 
anything you want. This feature 


gives you just that much more 
control over how your game acts 
and reacts. 

This much anticipated sequel to 
King's Field would have done 
incredibly well even without the 


©1996 ASCII Entertainment Software, Inc. The King’s Field Il logo is a registered trademark of ASCII Entertainment Software, 
trademarks of Sony Computer Entertainment, Inc. Visit our web site at WWW. ASCIIENT.COM. Game hints available at 1-900-288-А' 


vast improvements. Just on the 
promise of the same quality in the 


beautiful 3D polygon graphics 


and intensity of gameplay, King's 
Field II would have been a sell out 
game! But with improved: sound, 
graphics, and storyline; - along 
with a humongous world to 
explore, King’s Field II is destined 
to be one of the top sellers this 
holiday season and well into next 
year! 

I would wish good luck to you, 
Prince Austin Lyle Forester...but 
you’re gonna’ need a lot more 
than luck to make it through this 
one! 


Inside Edge 
‘ing’s Field I] is immense. Your only 
Ї exploring the whole thing is to 
ire the Pixy Map early on in your 
quest. (It’s an automap which maps 
everywhere you go in the game.) Each 
village, castle, dungeon, and underground 
(has its own map, so figuring out where 
“you've been is as easy as pulling up your 
items menu! 
To find the Ріху Map, you must make 
your way through Varde Fo 
just beyond the: castle | 
Once you've made it throueh the maze, 
you'll receive this map along y with another 
portant item. 
the Pixy Map. you will have 
de, the character that holds it. 


come across every time you 

aracters change what they 

: visited other villages and 

lagers, so talk to them often! For 

É our character keeps a log of 
all conversations кису 


Behind The 
SCREAMS 


It all started with a wish list. 
Design and Layout coordinator 
David “Commander” Silviera 
and Production overseer, Mark 
“The Monk" Johnson (doubling ' 
as А8СІГ8 video game 
consultants and game masters) 
were given the opportunity to 
make a wish list for everything 
they wished had been in KF I 
and everything that could have 
been better that was already in 
the game. Combining feedback 
information from the consumers 
via the On-line News Groups, 
registration card information, 
id their own ideas, they 


would make the ultimate ваше. 

After presenting the list to From 
Software, Inc. of Japan. ASCII 
also added Austin (as in 
Prince") Leininger to the ranks 
‘of the KF II team to help 
implement the upgrades and 


make KE B. a иш Success. 


b -Hewiting the ny serine! 


was a blast,’ quoth Austin. "It 
was the opportunity to actually 
create an entire script fora video 


game only limited by the 


original story line from Japan." 


The improvements over King's 
Field I include... 


* Larger world to explore. 

* Outside areas of exploration. 

* CD Quality music and sounds. 

e Improved character definition 
and dialog. 

* Enhanced storyline and plot. 

(е More fearsome enemies. | 

* Enhanced weapons and 
magics. 


Much, Much MORE!‏ سی 
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GXTV is the world's first videog 
TV with hyper-amplified sound an 
graphics. Enhance the thrill of ga 
ing with adjustable speaker doors 
stereo surround sound and a 15-w 

sub-woofer. Plus, the intei 
graphics will make you feel li 
head's right inside the game. | 
also a 181-channel, 13" stereo TV with two A/V inputs 
headphone jack, backlit remote control and t 
stand. So whatcha waitin' for? Send in your Top T 
maybe you can win one of these GXTVs for yourself! 
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NOU RECRUITING 


For The LightStormer Corps 


This is your chance to proudly wear the LightStormer uniform. We'll send you 
to the far corners of the solar system with enough firepower to enforce our 
hard-won peace. You'll be mastering awesome weapons Like the Phase Rifle, 
Anti-Matter Blaster, Lock-on Cannon and Plasma Lance as well as receiving 
psionic neural implants - the classified technology reserved solely for the 
LightStormer Corps. With this arsenal, you'll be able to pulverize United 
Earth's enemies not only with your physical weapons, but with your mind. 


Travel To Exotic Places, 


df 


Distributed by 


ІМОММАС ` universal estudios? t 


PlayStation |; 


Interface with your local recruiter today at www.disruptor.com 
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All one need do is read my TRÎ J 
review to know how awestruck | 
am with Core's soon-to-be-leg- 
endary new game. Lara's char-|— 


The amhient 
music, vast levels, intelligent enemies, brill 
CG cinemas and movie-quality story only 
begin to tell the tale. Buy a PlayStation now 
if you haven't already. Tomb Raider will 


` TOMB RAIDER 


PLAYSTATION ML [OL kan 
CORE-CD pi G D Я 100 
3D ADVENTURE 4o do " 


then upon ; 
announced US release майе 
anxiously for the US translation. — 9 

Pm glad | did. Coupled with a great story 
Suikoden’s battles are some of the best ever. 
The menus scream by and the music is not 
only fitting but superb. The overhead map 
leaves much to be desired, but otherwise 
one of the best RPGs in years. 


SUIKODEN 


PLAYSTATI | 
KONAMI-CD G. C; Ph M, O. 
RPG (8) @ е (© ( 


Appaloosa have created а fine 
(hard, really hard, but fine) 3D| 
actioner in the Contra spirit. 
Contra: Hard Corps (my favorite in 
the series) it's not, but it comes as| М б 
close as I think anyone соша | 
expect from a 3D game. The action 
is non-stop, the bosses, big and bad, and the 
music, very impressive. Having to beat the 
game on normal to see all six levels | do not 
agree with in this case. It's way too hard for the 
masses. Only the most die-hard Contra buffs 
will win this war. But it's a war worth winning. 
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Platform addicts, prepare to be Zw 
amazed. Pandemonium, with... Ü 

its live action camera, brings a it 
new sense of ‘being there’ tol- 
the action platform genre|4 À 
which Sony is now in complete T 
control of. The graphics will astound you, 
the bosses will scare you and the music will 
entice you. This game is quite the work of 
art. The CG intro is possibly the best ever. 
It's a little on the easy side but brilliant! 


u 
CONTRA 
PLAYSTATION 
KONAMI-CD 
ACTION/ADVENTURE 


PANDEMONIUM 


PLA Everyone will love Pandemonium. 
LAYSTATION 1 “qa == 
EA-CD GL- C| P} [ЇЇ 
ACTION PLATFORM @ @ @ 


A beautifully texture mapped 
game, Deception mixes tried and 
true corridor gaming, demonic 
overtones and strategy as you set ae 
and spring traps throughout ak 

Shiveringly haunted mansion. | i 

There are plenty of scares in Deception. 
Although everything is executed extremely 
well right down to the creation mode, | can't 
say | like this game. І found the mouse trap 
aspect amusing but not engulfing enough to 


ultra-imaginative level design, and the 
heavily cinematic sensibilities it 
employs. They're each examples ofig 
perfection individually, but together [$ 
they draw you in like no other game does. When you 


There's just something about the way 
the elements of this game together: the i 
incredible detail of the textures, the s 


Suikoden is one of the few fanta- 
sy RPGs that truly takes the genre 
in a whole new direction. There 
are some potholes along that 
road, like the equipping, 
unequipping problem and such, 
but the journey is well worth it. The storyline 
is great, the battle system is very well done, 
the characters are vivid and memorable, and 
the soundtrack is just stunning. Overhead 
graphics kind of bite, but otherwise, this is a 
truly spectacular experience. ` 


Gi, Cl, Р) М. f 


hia 
a top/down scrolling shooter with — 


Pandemonium is a platform m 
fan's dream come true 


and colorful visuals this side of |; 
NiGHTS, Pandemonium rises 


An original PlayStation release!! Yes 
indeed, | was as surprised as you аге! 
This medieval adventure with dark 
overtones and a fantastic brooding 
atmosphere is genuinely inspired; and 
| thank Tecmo profusely for releasing i 
here. This is 3D polygon adventuring - ‘al 
with a dollop of strategy and an all new attack for your 
hero; magical traps! As the story unfolds, you're 


treated to a vast array of murderous trapping devices 
to kill your polygon characters with until the Devil 
himself is summoned! Numerous endings, control- 
lable monsters made from dead souls... yes, this my 
kind of game! Thoroughly recommended! 


DECEPTION hold my attention. Strategy fans will dig it. 
PLAYSTATION | 

TECMO-CD iG), с 3 IPL M; (0, 
ADVENTURE ® ® ® @ 
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HAMBLETON — 


a control system like Smash TV on ihe 


The most visually impressive game 
Pve personally seen 


Indiana Jones-type exploration. This W f 

is the first game to allow total freedom ff; 

of movement; no rails, no boundaries; 

just awesome cave structures and fantastic texture- 
mapped graphics. Add to this a total freedom of 
vision (just like Super Mario 641), the hottest new vid- 
game character (complete with ice-melting Brit 
accent), astonishing cut-scenes and you're playing 
the best adventure title ever seen. Astonishing. 
F Гез | [ Ir Y Ti Ге 

GL |C IP M. (Ol 
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| love traditional RPGs, and noth- 
ing hurts me more than my entire 
PlayStation RPG selection con- 
sisting of the very bad Beyond the 
Beyond. Thanks to Konami, 
that’s all changing with 1һе|( 
domestic release of Suikoden. Now this 
should have been the first PlayStation RPG 
released. It has an outstanding storyline, 
great battles, and amazing music, making 
Suikoden the best 32-bit RPG I’ve ever played. 
l can’t thank you enough, Konami... 


IG | 


Ahh... Contra makes the world go] == 
‘round. The PS treats the series 
well, with great 3D levels, awe- 
some polygonal bosses, and a 
redbook soundtrack packed with 
Contra goodness. The four char- 
acters are cool and each has their ; 
own personalized set of powerful weapons. The 
control is a little weird due to the way you must 
lock your firing direction on and off, but I'll deal 
with it. After-all, this is Contra — two player co- 
ор, power-ups, long levels, and armies of little 
dudes to blow-up. Definitely a must-buy! 


GL E 


Wow, this is impressive! As long as 
you remember that this is essentially 
a 2D platformer with impressive 3D 
accouterments, you're onto a real 
winner here. The storyline is funny, 4 
well thought out and from the same ff ie 
folks who brought you The Horde 
(those sound effects and monsters are so similar!), 
and although starting off as a somewhat easy plat- 
form romp, hy the fifth level you'll be tested to your 
very limits. Plus you've got a really cool intro (that 
jester's voice must be Greg Proops) and two great 
characters. Excellent platform frolics! 

G5 C; IPH M. OL а 


A novel twist on the Doom 77 
genre that features a more) 


Жек 


чн book on fighting games. Nite Distinct Worlds 


Battle through nine time eras: 
Prehistoric, Roman Times, 
Feudal Japan, Medieval, 
Conquistador, Western, 
Modern Wars, The Future 

and the ultimate showdown 
against The Virus itself. 


Feudal Japan 


45 Deadly Weapons 
‘Master dozens of lethal weapons — 
- from Prehistoric clubs to Wild 
West guns to futuristic lasers. 


Over 80 Fierce Enemies 
Defeat more than 80 real-time 
polygonal 3-D enemies from past 
and future battlefields. 


Modern Wars 


Incredible Environments 
Journey through stunning realms 
as characters are seamlessly 
integrated with gorgeous pre- 
rendered backgrounds. 


The Uirus 


Check out the demo at http://waw.activision.com or http://www.mcafee.com/mforhome/ or ^ EXE gi 
visit us on America Online at Keyword “Activision” or оп CompuServe at Keyword "Go Act ivision: ane «> 


rimini | PlayStation | 


Now available on PlayStation’ Game Console and MS-DOS/Windows’ 95 CD-ROM. um 


Activision is a registered trademark of Activision, Inc. Adeline Software International and Time Commando are trademarks of Adeline Software International. © 1996 Adeline Software International. All rights reserved, Published and distributed by Activision, Inc. Licensed by Sony Computer Entertainment America 
for use with the PlayStation game console. PlayStation and PlayStation Logos are trademarks of Sony Computer Entertainment, Inc: All other trademarks and trade names are the properties of their respective holders. 


This sure plays a mean game of 

Doom, and was suitably exciting 

and tough to hold my attention right f 

until the final battle (with a surpris- 

ingly weak-looking boss). 

extra touches (3D polygon environ- 

ments with landscapes and psion- 

ics) add great depth, but the game falls on t 
counts; hideous, blighted FMV that should hav 
been left on the cutting room floor, and annoyin 
pauses when changing weapons.  Overcom 


The FMV that opens Disruptor is an 
exercise in pain. It honestly}. 
destroyed my mood. Why оп earth| | 
would | want to be this hyper-|— < 
lame? HIT THE BUTTON! A look at 7 

the game itself unveils а meaty” P= 
corridor shooter with smooth graphics diverse 
environments and high quality visuals. A corri- 
dor game alert should be sounded! After 
Powerslave, l'Il be hard pressed to find as good 


Another quality first person per- 
spective shooter courtesy of| 
Universal. Smooth graphics} 
(though with limited visibility), 
great sounds, chunky weapons and 
even psionic powers to mess 
around with. Each level teaches you a new tech- 
nique and sending enemies flying with the plas- 
ma shotgun can be VERY satisfying. Even 
though there’s nothing new here, | can appreci- 


PU NC a corridor experience but (minus the FMV) | |ate a good corridor game when I see one. One| [these two embarrassments, and you're playing 
` DISRUPTOR Disruptor will do just fine.. question though: where's the link-up mode? mean corridor stompathon. 
PLAYSTATION 
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ACTION (8) (8) © (5) 
Soviet Strike is the 32-bit sequel "S i 
I've been waiting for. The tried” Wize 
А 


АЛАЯ” 


І was somewhat disappointed with 

this transformation from 16 to 32 

bit as | found the actual missions [S 

far too difficult to complete (plus 

you have to begin your expedition 7% | 
from the very beginning should you Ë! ST 
die). This is probably just me being inept, but 
many gamers should be aware of the difficulty 
level before becoming transfixed by the stunning 
FMV sequences and involving plot. Still don’t 
like the way those buildings explode into wafer- 
thin sections, though... ` 


ch Ch s 206 
Pm a big fan of the 16-bit Strike 
series. The 32-bit update uses the 
same formula, but throws in real- 
time 3D battlefields and a cool FMV 
plot that gets deeper as уои! 
progress. The frame rate's a little| i S^ '* 
low, the playfield looks a tad bland at times, bu 
between the taxing demands of huge mission: 
and the barrage of enemies, everything become 
a blur of blow-ups and bullets (fine by me!). Alo 
of quality play at your disposal here, and | rec 
ommend it to fans, purists, and newcomers alike 


and trusted mixture of strategy | a: 
and action that typified the 16-bit ® 
Strike games returns, this time] 2 
accompanied by professional” ` - 
FMV, 3D polygon objects and ultra-realistic CD 
sourced terrain. It’s not perfect: The frame 
rate is way too choppy, and the difficulty level 
is a bit uneven (most enemies have a range 
bigger than the screen and rarely miss), but 
Strike fans are still gonna love this. 
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SOVIET STRIKE 
PLAYSTATION 
EA-CD 
SHOOTING 


What a surprise from ASC! The 
first pre-rendered adventure (since 
Resident Evil) worth your time has ) 
arrived. PW features a slick lead |.- - 
character modeled and animated Wr | 
with extreme care and locales you 3. 

won't soon forget. The fighting is 8 
complex, yet easy to execute, and the accompa- 
nying soundtrack and effects complement the 
action on screen. What's even better, though, is 
the massive size of this adventure. Said to be 
over 100 hours long, PW will satisfy even the 
most demanding adventure gamer. 


Take the pre-rendered backdrops, ЛЖ 
and polygon characters о) | 

Resident Evil, add a Tekken 2-| ж 
style combat system and hey) ,7 
presto: Perfect Weapon! The trou- 
ble is, these two game styles do 
not go well together, especially 
when the main character is as horribly unre- 
sponsive as Blake Hunter. The awkward cam- 
era angles sometimes make it hard to see the 
action when fighting, and even though you do 
kinda get used to it, the whole thing is just way 
too frustrating for me. Nice graphics, though. 


Perfect Weapon is the best pre-[ 24 <; 
rendered polygonal adventure}, * 3 
I've ever played. I still love” 4 e 

Resident Evil, but PW takes you to di 

so many more places with sof Ў 
much more to see and do. The| . % ^ 
key here is that nothing ever loads, so ever) 
Wicked piece of pre-rendered art hits уо! 
instantly. Throw in a heavily fighting-basec 
gameplay engine with excellent control ant 
truly massive levels and I'm lovin' this game. 
Check out my review for full details. 


PERFECT WEAPON 
PLAYSTATION 
ASC-CD 
ADVENTURE/FIGHT 


If you're ever gonna play a puz- 
zle game this should be the 
one. Puzzle Fighter, besides 
its ultra-hip, squished Capcom| 
fighting crew adds a uniquek 

twist to this otherwise over-[L FE 
used concept. The addition of combos that 
can turn what looks like certain death into a 
furious victory makes every game a fight to 
the end and the music, re-mixed for your 
listening pleasure, is great. | like the shat- 
ter effect, too, when jewels explode. 


turning ropes of enemy "A. 


obstacle-laden polygons, 
Nanotek Warrior is as much a p^ D: 
ride as itis a game. The difficul- PS © 
ty is way high and some may hurl at first, vic- 
tim of Nano’s many twists and turns, but over- 
all this game is a rush to play. | especially 
like the inner tube scenarios using reverse G’s 
to dart through huge fan blades. Tempest fans 
will thoroughly dig Nanotek. could do a lot worse. 


| know this sounds crazy, but | еі The fastest graphics ever seen, а 
liked original Wipeout better than| ` ; supremely polished racing engine, 
this enhanced-in-the-wrong- glorious texture-mapped scenery, 
places sequel. The hills and val-| : no glitching or pop-up... what 
leys found in the original have W i could possibly go wrong? Well T4 
been sacrificed for vastness’ sake BU nothing if you didn't play the first É 


and the music doesn't live up to the blazing | | Wipeout, but those with a mod- 


original. What's worse is that the female char- a олом раа онов m paama 


ably awesome until the end, which is over way 
too soon. | would have given this 100%, except 


l can admit that Puzzle Fighter 
isn't-one of the best puzzle 
games that I’ve played; but let | 
others say what they will, 1 2 
really liked it. Тһе puzzle E 
engine isn't wildly original, but when 
added with the super-deformed Capcom 
characters and fighting game aspects, 
it's a wildly enjoyable experience. 
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greatest game concept, but ing 99» 
practice it actually works pretty” 


an 


It's nice that this game exudes 
Street Fighter/Night Warriors 
cuteness, but as a game, it’s sus- 
piciously similar to Puyo Puyo, 
Baku Baku Animal, and a count- 
less ton of others. None of that’s 
bad, as those are fun games | truly do enjoy, 
but if you've played any one of them, you've 
played this, too. | did like the Street Puzzle 
Fighter mode, but otherwise, this offers noth- 
ing to the genre except for cute voices and 
reminiscent Street Fighter tunes. 


{ ысы} 
E FIGHTE, 
PLAYSTATION 
CAPCOM-CD 
PUZZLE 


Tempest for the new age! A mix- 
ture of hot techno and twisting, 


Unlike Starwinder, this first person] = 
shooter has plenty goin’ for it. Ten|. ^ 
long levels of non-stop blasting, | ° 
fantastic high-speed texture- 
mapped polygonal tube ridin’, and { 
hey, it plays like a dream. There's 
always a new swarm of enemies, 
insane moving obstacles to dodge, and freaky mi 
and end hosses that you fight in wicked 3D battle 
zones. Everyone says it's too tough... yeah, yeah, 
quit your whining, you girlie men! Its good 'n 
tough, that's all. Finally, the fantastic techno 
score keeps me grinnin’. 


GL ICL PL [ML [О 90 
duse 

The game that sold a hundred ы. 
thousand PlayStations is back, and U 
how! New tracks, new weapons, | — 
improved CPU Al, the ability to}, 
completely destroy other craft (or ai 
you own), and an even more|.. 
kickin' soundtrack (the Prodigy is 
close to my heart). It may be the same graphics 
engine but Wipeout XL looks faster, smoother, 
and fuller than its predecessor. The lightning 
paced gameplay and balanced craft handling is 


much the same, but hey, if it ain't broke, don't 
fix it! Another notch in Sony's belt. 


6,624,694 


objects аге a little simple) and super tough — 
maybe even a bit too tough. Tempest 2000 
this ain't, but hardcore blasting fans looking 
for a shooter that'll last more than a day 


NANOTEK WARRIOR 
PLAYSTATION 
VIRGIN-CD 
SHOOTING 


acters are gone. ХІ does have new sleds, het- 
ter effects, more tracks and better graphics, but 
it just doesn't capture the spirit of the original) [тог the longevity; | want more than two days of 
on the SS. I'm surely alone on this one. play from my PlayStation software... 


"e ora M59388| |80,2; M, 0 [93 


WIPEOUT XL 
PLAYSTATION 
PSYGNOSIS-CD 
RACING 


KONAMI. 


CONTRA EVER! 


ee ee eee 


RATING PENDING 


E SHE PlayStation т | : TM E J H: ; | | % £ 4 j { 
3-0 GLASSES INCLUDED] | — 
WITH PLAYSTATION VERSION | 


www.konami.com а 


Contra? and Konami® are registered trademarks of Konami Co.. Ltd. Legacy of War™ is a trademark of Konami (America) Inc. © 1996 Konami Co., Ltd. All rights Reserved. © 1996 Konami (America) Inc. All rights Reserved 
PlayStation™ and the PlayStation" logos are trademarks of Sony Computer Entertainment Inc. Sega Saturn™ is a trademark of Sega Enterprises, The ratings icon is a registered trademark of the Interactive Digital Software Association 


Нттт. А $еху һаһе гїйїп' а 
missile-like rocket cycle trying to 
stop a planet eating virus... OK. 
For shooting purists it doesn't с 
get much better. Although Ij N f 
found the controls a bit (well, si 
very) awkward the game itself is an interest- 
ing design. The mixture of search and destroy 
as you complete each mission is pretty cool 
and the light sourcing is turned on high. 1 so 
crave a camera behind the character though, 
and МН doesn't have one. 
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Street Racer is the best attempt at 
mimicking Mario Kart yet. The 
high-res graphics complete with 
oodles of hot cameras are a real 
show-stopper and the character 
design is unique and original. My 
E. Honda dude will wreak havoc on all comers! 
Although the tracks are pretty short they are 
extremely well laid and laced with peril. The 
music’s very cool and the cartoon tracks award- 
ed for completing the gold cup... crazy! 


6,524,976 
So you're racing along а tube, or оп 
this thin track in the middle of 
empty space, just flying straight and 
Shooting things, where everything 
looks the same and you barely even 
notice your opponents, and they 
expect you to get swept away by 
their elaborate little storyline in which you're 
Conner Rhodes, pride of your species, with a rac- 
ing strategy so unique and astonishing that it's 
just the talk of the galaxy? Right... My strategy is 
to fly straight and shoot, and it hasn't failed me 
yet. This game is just pointless, cheap, and sad. 


MACHINEHEAD 
PLAYSTATION 
EIDOS-CD 
SHOOTING 


STREET RACER 
PLAYSTATION 
UBI SOFT-CD 
RACING/BATTLE 


жен M ans 


STARWINDER 


Joining the army of corridor-type 
3D shooters on the PS is a tough 
job. You gotta have great texture- 
mapped polygon graphics, a 
smooth frame rate, light-sourcing, 
good control, and hard-core levels} , 
and enemies. Enter Machine 

Head. As well as completely fulfilling these 
basic requirements, Machine Head has a cool 
sci-fi plot, impressive level construction, and 
really solid mech play mechanics. While it's 
not exactly stunning in any one area, this is a 
long, enjoyable shooter. 


АЛА 


мау» 


Fact no.1: Super Mario Kart is still 
the greatest kart racing game ever), 
devised. Fact No.2: Super Mario 7 
Kart will never appear on a non- 
Nintendo format. Fact no.3: Street 
Racer is the closest thing to Mario 
Kart that PlayStation owners are ever going to 
get. Street Racer has crisp graphics, a truckload 
of extra features, up to 8-player split-screen 
action (or 4 in boxes), and so-so control. It’s a 
good game, it’s just not Mario Kart. 


642527589 
Starwinder looks like it could be a[ 
bonus level in some other really 
cool shooter. Unfortunately, it's not. Ë 
Fly down a tunnel, shoot stuff, beat] 


your opponent to the other end and 
er, that’s it. Sure, a simple concept] |. 


game, but it does here. Starwinder gets real dull 
real quick. The action is supremely repetitive and 
there’s not nearly enough variety in the tracks. 
The graphics are smooth, and | did kind of dig the 
cheesy FMV cut scenes, but that’s not really 
enough to recommend a purchase. 


PLAYSTATION 
MINDSCAPE-CD 
RACING/SHOOTING 
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©. This is such a hard review for me. 

* After playing the PS version of 
Tomb Raider | can't even look at 
the Saturn game. There, | said it. 
While I love it immensely, | can-|.— 
not score it anywhere near the PS} | 
game. It may be one of the best | 
Saturn games this year and is definitely the 
console's best adventure but the texture, · 
frame rate and light sourcing loss weighs 
heavy оп Lara’s shoulders. Buy a PS or buy. 


E ipo Ше Saturn game. Either way you can't go- 
TOMB RAIDER wrong. Core has struck gold! 
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ters from Takara’s hot toy line is ZA М 

a super-deformed fan's dreamt 9— 
fighter. With its simplistic yet effective 
controls, hot music and blazing graphics, 
soaked with color and light, Ni Toshinden is 
a cut above VF Kids. Will it ever come out 
here, though? | doubt it. If there ever was 
a niche game, this is it. 


And now for something com- 
pletely different... Psychic 
Force opens with animation 
beyond 90% of the anime out ^ 
there and from there pours out}: A. 

a fighter with Ziplock fresh- 9 — 
ness, hot character design, and excellent 
control. A lack of any real depth makes it a 
fleeting experience but overall this is a 
worthy fighter, especially versus a friend. 


Honestly, ld buy it for the music alone. 
Zuntata is in rare form here. 


66274985 


Again, ту review says it all yet 
here 1 am forced to say even 
more. ЛІ Toshinden, a combi- 
nation of Toshinden and charac- 


NI TOSHINDEN 
PLAYSTATION 
TAKARA-CD 
FIGHTING 


PSYCHIC FORCE 
PLAYSTATION 
TAITO-CD 
FIGHTING 


18 


So o a 373/52 


Ugh, what happened here? This 
version seems to be running at 

half the resolution of its 
PlayStation cousin, and has this 
awful straight-from-Genesis color 
palette. | mean, it's still a great | 
game, and if you only have Saturn | 
and have no plans to buy a PlayStation, you'll | 
be more than happy with it. Really, though, 
I'm probably the biggest Saturn fan there is 
here at GameFan, and I’ve got to admit that the 
difference between this and the PS one is like . 
night and day. Very disappointing. | 


Ses ae D. BT] 


Besides а few characters and с 2 
moves, Ni Toshinden is nothing 
like the previous Toshindems. In : 


other words, it's good. Ni 
Toshinden is also not your typical 
fighter. Moves that require 


| 
| 


motions аге gone, replaced by single button 
specials. The characters are also all super- 


deformed and stretchy, adding a bit of humor. 
This isn't a serious fighter, but if you're search- 
ing for something that's a bit more fun and 
lighthearted than the norm, look no further. 


In a world full of traditional 2D 
and 3D fighters, it's nice to see 
something different come 
along. Psychic Force is still a 
2D fighter in essence, 

there’s such a feeling of free- 
dom and the gameplay’s so uni 


5,8, Fm, 


Post-apocalyptic first person] 
shooters are a dime a dozen, but 
how about one set оп a hover} ¥ 
bike! Control of the Vorpal Blade f": 

takes a bit of getting used to, but 
with practice becomes very intu- З 
itive. Plus EVERYTHING is made of lig 
sourced polygons. The enemies look cool, th 
weapons are satisfying and the levels are va 
ied. The only downside is the limited visibilit 
distance which makes the game seem ver 
dark, but even that rain can't stop the parade. 


20620,0, 01 
Round апа round ме до playing 
Ubi Softs ultra hi-res racer, Street- 
Racer. This slick game of short|-^ 
track mayhem is a joy to play with 
more cameras than I’ve ever seen 
along with hot sounds and music, 
and enough depth for the most demanding Ка! 
racer. The accompanying cartoon that play 
between each round is beyond Saturday morn 


ing quality and the whole affair seems slic 
and well produced. Plus, up to 8 can play! 


I: 


The numerous high-quality FMV) 


much to look at beyond the track itself 
More time should have been spent on th 
game itself, and less on the cinemas. 


It’s a pity that the system for m 
which Tomb Raider was original-| | 
ly intended has ended up with ап| E 
inferior version of the game. 15) 7 
still a solid title, but the glitchy} = 
visuals detract from the overall}. 
atmosphere. Still, the brilliant 
level design, cunning puzzles, ferocious mon 
sters and awe-inspiring scenery are all a: 
amazing as ever. My only other criticisn 
would be that the control is just a little toc 
much like Prince of Persia in 3D for my liking. 
but you do get used to it. 


485,90 


On the one hand, I’m very 
impressed with this game. 
Unlike the cheap route Sega 
take with VF Kids, this is a total- 
ly original game with new char- 
acters, new moves, plenty of 
new systems, and cool new backgrounds. 
It's a lat of fun to screw around with, and 
looks surprisingly great in motion. On the 
other hand, it's Toshinden, so who cares? 
This is a good idea that should have been 
saved for a more worthy series. 


Hey, this is pretty cool. The back- 
grounds are great, the intro is spec- 
tacular, and the music's good too... 
As for the game itself, I’m kind of 
ambivalent. On the plus side, it's 
totally original, and there's an 
incredible amount of strategy | 
involved. The characters are vastly different and a 
lot of fun to experiment with. Оп the down side, it 
just gets kind of tiresome chucking fireballs all 
day. Maybe if the play mechanics were a bit more 
intuitive... Still well worth a purchase, and 


Acclaim would be wise to buy this one. 
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Get that boot print off your butt once 


and for all. Call the Sega 900 line. You Tl 
learn hidden moves, secret power ups, 
bonus levels and tips that will make you 
the video game master of all time. And 
you сам even order a Sega calling card, 
already stocked with $10 of calling 
time. Just think, 


you can get all 
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: _ the juicy Tips you 
want 24 hours a day, 7 days a week. No 
wore embarrassment. No wore insults. 


Just you, pummeling your opponents and 


fered in the U.S. Patent and Trademark 


laughing while you do if. Don’t waste 


another minute. Change your life today. 


Call NOW 


1-900-200-SEGA 


U.S.: 1-900-200-SEGA $.95/min (recorded), $1.50 /min (live). Must be 18 or have parental permission. 
TT Phone required. In Canada:1-900-451-5252 US $1.50/min (recorded/live). 


mental strength—the good, the bad, and the freaking ugly are each packing 
hundreds of weapon attacks, countless combos, and the ultimate battle barrage, 
Plasma Finals. Pick from any of the 4 different game modes of this hyper-realistic 
| 3D fighter and you'll discover the level of precise control only CAPCOM can deliver. 
All against intense backgrounds like Neo Tokyo, Federation 


@ CAPCOM 15 a registered trademark САРСОН со ETO. Playstation, the PlayStation logo and the P$ logo ате trademarks öf Sony Computer Entertainment) me 
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"BIG MONEY, BIG PRIZES! YOU fiL Latt П 
SEND IN THOSE CODES AND MAYBE YOU'LL BE THE NEXY WINNER! 


fie id on and аа Enhance the thrill of gaming with 


) adj stable speaker doors, stereo surround sound and a 15 
E i watt. sub woofer. Plus, the intense screen graphics will 
Ue me e you feel like your head? s right inside the game. GXTV 


Gravel With Gy ey Controller Ән a (is also а 181-channel, 13” stereo TV with two A/V inputs, 

‘Hand o A land Where уа reo headphone jack, backlit remote control and tilt/swiv- 

ES ‘stand. So whatcha waitin’ for? Send in those codes and 
Cheaters (Prosper... 0 Д 


аубе you сап win опе of these GXTVs for yourself! 


Second Prizef 
<> Nintendo 
> GameBoy 


end in your codes... good, bad, or page rues 0 раена oll әтер ірет Ae о ЧЫЙ 
ugly. We'll look 'em over and j 3 | g“ k = 
choose one dana prize winner i 8 1 SEE Чы „А.Д 
each month. Codes cannot соте 


from a previously published US GRAND PRIZE WINNER: 


е Winners wl ^ шп 
o e Pocus, the ony place wies PETER STRACK, HIGHLAND PARK, ILLINOIS 
cheaters prosper. (Current sub- 


СЫНЫНЫҢ реал FIRST PRIZE WINNER: 
DON LEWIS, FORTUNA, CALIFORNIA 
SEND YOUR CARDS AND LETTERS TO: — SECOND PRIZE WINNER: 
маны GA 91301 THIRD PRIZE WINNER: 
ZAK AFIFI, CLEMMONS, NORTH CAROLINA 
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SECRET KONFIGURE 


1 BUTTON FATALITIES: 
Аа 


NORM 
LOW DAMAGE: 


Access the "?" in the OPTION SCREEN. To choose the KOMBAT ZONE, high- To play as CHAMELEON, select 


HOLD UP, L1, L2, R1, R2 until the screen light SONYA or HUMAN SMOKE and any ninja (Scorpion, Reptile, 
shakes and you hear a sound. This code Push UP & START. You should then Rain, etc.), and hold LEFT, HP, 
will allow you to have a number of hear a sound. After choosing your HK, BLOCK and RUN until the 
options, one of them being one button fighter, it will then ask you what match starts and you change. 


FATALITIES! Here are the Buttons: stage you wish to do Kombat on... For the 2nd player, hold RIGHT, 
қ ds HP, HK, BLOCK, and RUN. 
HP: Brutality 


HK: Fatality #1 To play as a CLASSIC CHARACTER, highlight So AUTE 

LK: Fatality #2 — RAYDEN, KANO, KUNG LAO or JAX and press Darrin Griffin 

BLOCK: Friendship (Пе SELECT Button. The squ ire will rotate to je : 

RUN: Animality reveal the classic char Ч nay email wwinternet.net 


— —— TIME COMMHBANDO — — SoNv-PLIYSTATION 
Wild West - UXRJEVNO 


[^.^ Wild West-UXRJEVNQ — | 
ENERGY 

DD HHO 

PU sam o 

Modern Wars - UZXNOYMO 

| ITE 
BLOCKS 

ЕЕ sow 


Future - QPKZJFLA 
ENERGY | ENERGY 
Er EG 
Medieval - OWDIBBGO Virus - Final Stage - SERDLPIL 
ENERGY ENERGY | ENERGY 
BLOCKS od =e 
EE | EE 


Conquistador - KWIYFDFM a 21 


Dr tara Capitol Heights, Ug 


Here are some passwords for Activision's Ti 


„j Hope you arent too attached 
to your nose. Play Street 
Fighter Alpha 2 for your Super 
NES? and you have a good 
chance of having it 
rearranged. Ryu, Ken and 
Chun-Li are back along with 
over a dozen more charac- 
ters, all spoiling for a fight. 
Custom Combos, new Super 
Moves and Alpha Counters 
give you a fighting chance. 

А Almost. You can bet some- 
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ENTERTAINMENT SYSTEM 


® 


Hey, they do look quite familiar... г 
Just PAUSE the game and enter апу опе ШУ LEWIS 


of the following to really gun "em down! FORTUNA, CALIFORNIA 


Happy huntin’! 


| MAP ENEMY POSITIONS: FREE AMMO AND KEYS: 
TRI, TRI, L2, R2, L2, R2, R1, CIR X, TRI, L1, UP, DOWN, R2, LEFT, LEFT 


MAP ENTIRE LEVEL: X-RAY VISION: 
н, L2, R2, L2, R2, R1, SQU L1, R2, L2, R1, RIGHT, TRI, X, RIGHT 


PAUSE 


EET GOD MODE: WARP LEVELS: 


200 O02 E [icis p] DOWN, L2, SQU, R1, RIGHT, L1, LEFT, CIR RIGHT, LEFT, R2, R1, TRI, L1, CIR, X 


аммо i HEALTH | 


Thanks go {о the hardcore David gem 
Rodriguez for the 100% all levels and 
all keys code. Another trick to note is 
for any ‘bridge’ level (such as Road to 
Иб. 


T ENTER ЧЕР Ei son 
TET AAA УП AA 
` AA S4024, 
ROTO a 
DR, NEO! CORTEX Bee ae 
100% COMPLETE) е Suo YAY yi dee 2 ШІ 


99 Уй T ө | в 
КА LEDELS Уно 2) ер ойле (ust v Sii] i SE GUT TF DI: ТІ 


ant to Squeeze the last ounce of game- S/o) PAS) 


fi DIF Switch У 


TS 
SET m Treasure classic? Then ate! the OPTION 
B wi u^ | MODE from the title screen. Highlight 


: p press and hold DOWN on the D- -pad 

Ë (you'll get а ‘roulette shuffle’ effect), 

1 before quickly tapping A when the DIP- 

| SWITCH option is highlighted (fast reac- 
lions are needed here!). Once you've 
succeeded, another option (DEBUG 

| OFF/ON) should appear at the bottom of 
W| the screen. Switch the DEBUG to ON and 
M execute the following: 


| PETER SY TT 
1.) Pick your character and a 
STAGE SELECT prompt appears. n 
2.) You'll also have 200 points HIGHLAND ' ARK, ILLINOIS 
| lo max out your character! When playing the game, enter one of the following: 
| 3.) Pause and press L SHIFT to. HOLD X+Y+Z+UP TO REFILL HEALTH 
activate collision detection HOLD X+Y+Z+DOWN TO DIE (1) 


12-7 (works in versus mode). HOLD R SHIFT+START TO SKIP AHEAD ONE STAGE 


TE ШШШ B 4.) In VERSUS mode 
: S mode, HOLD R SHIFT+A+START TO SKIP TWO STAGES 
4 \ШШШИИНИШНШИШИ. |) you have 45 different characters норо R SHIFTsBsSTART TO SKIP THREE STAGES 


7 LM M OOS oa HOLD L SHIFT+R SHIFT+START TO SKIP BACK ONE STAGE 
Inn "Be , HOLD L+R+A+START TO SKIP BACK TWO STAGES 
— ШЕШТІ || access TEST MODE to see the HOLD i, Rip TO SKIP BACK THREE STAGES 


| H i I 
Î Sen diterentendings! HOLD L+R+C TO SKIP BACK FOUR STAGES 


26 ... Continued on Page 30 


IT THINKS. 


THEREFORE 


IT KILLS. 


a | | http://www.playmatestoys.com 
1 


III E. 611 Anton Blvd., Suite 500 
Costa Mesa, CA 92626 


(714) 428-2100 


Created by Shiny Entertainment, Inc. @ 1996 Shiny Entertainment Inc. MDK is a trademark of Shiny Entertainment, Inc. All rights reserved. Artwork and design 
© 1996 Playmates Interactive Entertainment Inc. PIE™ is a registered trademark of Playmates Interactive Entertainment Inc. All rights reserved. 


E 


СЕ ШЕ THE PLANET FROM Н DEADLY VIRUS ШІН 


» 
ШТ LERUITIE; THE COM 


Hold on tight, Chis ain't no joyride. t&'s ар бо you 
Lo wipe the life-mutating Aaching Head virus off 
the face of this zembie-infested planet. quipped 
4 with a bombful of futuristic weapons, you have 
exactly Fifteen missions to annihilate each and 
every one of the pucrefied mutants. And Chen Face 
the viral villain himself in Che mother of all show 


downs. So don’t just sit there. Your bomb is waiting. 


EIDOS INTERACTIVE, MACHINE HEAD AND CORE ARE TRADEMARKS OF Е/005, Pic. ©1996 EiDos. 


| At the screen where you choose your 
fighters, select TEAM EDIT, and select 
"YES." Then while holding START, 
input the following to play as the bosses 
"| Omega Rugal and Saishu Kusanagi! 


& CIRCLE, RIGHT & SQUARE, LEFT & 
OWN & TRIANGLE. (Press the 


ZAK AFIFI 
CLEMMONS, NORTH CAROLINA 


For an extra set of 
options, simply hold 
down all of the shoul- 
der buttons (L1, L2, 
R1, R2) down at the 
same time and select 
CONFIGURATION with 
any button. 


8| highlight “YES” in the ` 
EDIT option. Then wh 


B WIN : AC OLIEMS E ES Ж E : 
Fri ———— To acquire the three 
саста Манан у don't e тл 4 


bosses in Tobal Мо.1, 
you must complete all 

Í three levels in 0UEST 
ЕЕ | MODE. To do this takes 
| _ extreme fighting skill, 
and patience. And if 

| you do accomplish this, 
3| you truly are No. 1! 


37/204 


has, but if уои want 
Hom to commit sui- 
cide, simply press 
| L1, R1, and DOWN 
= at the same time. 


=== 


| ADAM HAZARD 
PASO ROBLES, 


To pick the bosses, move the icon to the left of 
CHUJI, and you will see the boss names appear. 
Yep, MUFU, UDAN, and a slightly smaller NORK 
(which has changed to SNORK), will be playable! 


... Continued on Page 34 


To play as the second player out- 
fits, simply hold UP on the direc- 
tional pad when selecting your 


character. 
30 


ІШІ. IS-SIMPLE, | 
STOP RUNNING. | 


агра aswaa come апі со, 


it's titles'like:Grid Runner that facus 
ап gameplay that have the poten 


"It's unique, challenging, and 
packed with addictive gameplay..." 
-GAMEFAN 


rm 
1 


PlayStation}! 


TM 
P Over 57 rounds of gameplay 
P 15 monster opponents 
P Two-player head-to-head action 
Р "28 independent two-player rounds 
^ Ability to perform different magical spells 
— 1 mmm 
А nsn rid Runa ro he а p | ey 
сл mm E _ sci, MEM 
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МЄН 


NEVER, EVER, EVER, HAVE YOU EXPERIENCED ANYTHING LIKE THIS. NEVER, 


EVER, EVER, HAVE YOU BEEN ABLE TO FLY, FLUID AND FREE, IN REAL-TIME 3D. 
Мот UNTIL NIGHTS." THE FIRST TRUE SHOWCASE OF SEGA SATURN'S STUNNING 
CAPABILITIES. THE TECHNOLOGICAL TOUR DE FORCE THAT HAS EVERYONE IN 


THE GAMING WORLD ABSOLUTELY SPUN. 


= THE STORY 
ONE OF THE MOST IMMERSIVE, MYSTICAL GAMING EXPERIENCES EVER, 


NIGHTS ESTABLISHES AN ENTIRELY NEW GAMEPLAY PARADIGM. THINK OF IT AS 
اا‎ PSYCHODRAMA, AN EXPRESS ESCALATOR INTO THE SCHIZOPHRENIC, MIND-BENDING 


VIRTUAL WORLD OF YOUR DREAMS. 


E ORG 


CREATED BY THE RENOWNED SONIC TEAM, NIGHTS IS A FULL-ON 3D MASTERPIECE. 

A WORLD WITH LUSH DREAMSCAPE REALITIES, ITS OWN MICRO-CLIMATES, EVEN ITS OWN 
NATURAL ORDER, ĪMAGINE. SMOKE, FOG, CLOUDS, RAIN, AND WATER THAT APPEAR IN MULTIPLE 
LEVELS OF TRANSPARENCY. WATERFALLS, CURRENTS, WIND, AND, YES, A TORNADO THAT FOLLOW THE 
LAWS OF FLUID PHYSICS. ALL BACKED BY A RAGING SOUNDTRACK THAT BLENDS JAZZ, ROCK, 


ORCHESTRA, WORLD MUSIC, AND EFFECTS. 


NIGHTS SCREAMS ALONG AT BANSHEE SPEED. DESPITE MASSIVE 3D DEMANDS, 


ITS ADAPTIVE SPEED MANAGEMENT SYSTEM SUPPORTS BOTH BREAKNECK 


GAMEPLAY AND BREAKTHROUGH ENVIRONMENTS. WITNESS ITS ABILITY 


TO REPLICATE THE TRUE SENSATIONS OF FLIGHT. ITS LIGHTNING MULTIPLE 


MORPH SEQUENCES. ITS OVER TWENTY TRACKING CAMERA ANGLES THAT SCROLL-SHIFT 


IN REAL TIME. AND ITS OMNIPRESENT SYMPHONY OF 3D POSITIONAL SOUND. 


THE Мен 3D CONTROL PAD 


ENGINEERED SPECIFICALLY TO INTENSIFY THE NIGHTS EXPERIENCE, SEGA SATURN'S 3D CONTROL PAD 
ESTABLISHES A NEW BENCHMARK IN SMOOTH AND DYNAMIC OPERATION. IN ANALOG MODE, 
ITS PULSE-SENSITIVE THUMBPAD ENABLES UNPRECEDENTED MANEUVERABILITY AT BREATHTAKING SPEEDS. 
AND A DIGITAL MODE ALLOWS COMPATIBILITY WITH ALMOST ALL OTHER SEGA SATURN GAMES. 
(PLEASE CALL 1-800-USA-SEGA FOR ANY COMPATIBILITY QUESTIONS. } 


The Benediction 
Theres nore, of course. But the rest ¿p up ёо; YOu. Kick f your walking Shoes: «бу ро" риает. Mad fly: 
No OU, YOU M sleep. but 20% Ф have wicked. / go od dreams. 


PTEAM 
PRESENTS 


WWW.SEGA.COM 


John Reynolds has completed 


.LEVELS - PLAY ALL 6 BONUS TRACKS 


Д. ҚУ | | AT YT [Impact Racing, and has come up JOHN A. REYNOLDS 
An өз ан with some awesome codes for all of T 
RACING you to use! Simply input the codes DOYLESTOWN, 1 PENNS Yi V ANIR 

: 3 in the PASSWORD option screen. 

ABCDEFGH I J| 

L MIN. O P Q R S T | LAM.IMORTAL - INVINCIBILITY 

"WV Му Y Z © 1 2 a | LOADSOFSTUFF - INFINITE WEAPONS 

- е “SPS ee . : 8 TOOLEDUP - ACCESS TO ALL WEAPONS 

Th ы ^ % 


С st City" or 
here i an infinite GEORGE GARDENIER 
lows you to rack up 
: Just hit the first VIENNA, | VIRGINIA 
|| ceiling ba eed to the next. 
When the 


A 

4 

= 
4 


game and enter the prefix: SELECT, L2, SELECT, R2. 
LWAYS ENTER THE PREFIX BEFORE ENTERING THE REST ОЕ THE CODE! 


БАМЕ 
PAUSED 


“МАХ “МАХ FUEL & AMMO” - TRI, TRI, TRI, CIR 
» “GET MAX WEAPONS" - L1, L2, R1, R2 
“CYCLE GUN MODES” - SELECT, SELECT, SELECT 

“SUMMON WINGMAN" - SQU, SQU, SQU, CIR 

"SCREEN MODE TOGGLE (BYPASS PAUSE MENU)" - DOWN R1, R2 
“MISSION COMPLETE" - TRI, TRI, TRI, DOWN, DOWN, DOWN 
"UPGRADE CURRENT WEAPON" - L1, L1, R1, R1 


CONTINUE 

СВ MUSIC 
EE 

SOUND FX 
a 


RESET 
FLY MODE 


See you "m month! 
- WAKA & CHIEF HAMBLETON 
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ele vods БЕС MUSCLE! 

The most powerful collection of Marvel 
Super Heroes unite to battle a multitude 

of treacherous villains on your Super NES! 
It’s an incredible action-adventure demanding 
your skill, cunning and might to defeat the 
forces of evil and Thanos’ quest for power. 


© CAPCOM CO., LTD 1996 © CAPCOM U.S.A., INC 1996 All Rights Reserved. CAPCOM is a registered trademark of CAPCOM CO., LTD. Marvel Super Heroes and All Character Names and 
Likenesses: TM & © 1996 Marvel Characters, Inc. All rights reserved. Nintendo, Super Nintendo Entertainment System and the Official Seal are registered trademarks of Nintendo of America, Inc. 


MAKE HASTE 


BLUE Is BACK. SONIC’S NEW WORLD IS IN 3D. 
" WHICH MEANS THE LITTLE BLUE GUY HAS A LOT 
MORE TERRITORY TO COVER THIS TIME. SO PUT 
, IT IN GEAR. THERE ARE FLICKIES TO RESCUE. 
МЕГ, Єў” POWER-UPS TO GRAB. AND MOVES LIKE THE 
BLAST ATTACK THAT MAKE THIS SONIC 

THE FASTEST AND WILDEST YOU'VE EVER SEEN. 


NEW SONIC GAMES NOW AVAILABLE ОМ 
GENESIS, GAME GEAR AND PC. 


SEGA and Genesis are registered in the U.S. Patent and Trademark Office. Game Gear, Sonic 3D Blast, Sonic Blast, and VectorMan 2 are trademarks of Sega. 
©1996 SEGA, P.O.Box 8097, Redwood City, CA 94063. All rights reserved. Made in the USA. Printed in Japan. 


R MAKE VASTE. 


WITH A LOAD OF NEW MORPHS AND THE MOTHERLODE OF NEW 
WEAPONS, VECTORMAN NOW HAS EVEN MORE WAYS TO TURN 
HIS MUTANT INSECT ENEMIES INTO LANDFILL. DO BATTLE AS A 
SCORPION, A GIANT TICK, OR A RHINO BEETLE. OR JUST DO 
А TON OF DAMAGE WITH THE FIREBALL, THE BOOT BLAST, OR 


SISANAD 


SEGA 


rom the masters. Call Now. 
y d tt eon www.sega.com 
етая 
TID дем raed. Soga dani 
amie НЫЗ S $1 Sek Pass al For more info, visit Sega's web site at http://www.sega.com or on Compuserve at GO SEGA. 
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ree years ago when I was talking to Jeremy Sm t 
" adventure game, who'd have thought It would wot 
Ë made? After playing the perfect platformer, Crash B 
Super Mario 64, 1 felt lucky to have experienced what 1 
sent however, 1 am utterly shocked because now, there 
opínion, Tomb Raider ís the best. As they díd before, 
ing CB a perfect 100, friends commented they felt the 
my fo question was, did you complete the gan h every gem? In every case, the answer 
as was ín Super Mario World, and always shall be, the challenge beyond simply com- 
when applicable, is there for a reason. Completing SM64 with 120 stars vs. the far 
less you actually need, cuts out a lot of the game. The same rings true for 
Crash. In Tomb Raider, it’s the secrets. There are many in each area and find- 
ing them only adds to the perfection that is this awesome game. 

e eM Lara Croft is on a quest parallel to just about every Indíana 

[ ! е іп the book. We've got ancient artifacts, sleeping gods, ` 
%% 4. 


Қ | greedy financiers, and rival 
T j d 
та y. АЖ” : 


fortune hunters. The differ- 
RAIDER 


on for the ultimate 32-bit 
d up one of the best games ever 
coot, and then the best adventure, 
were 2 perfect games for "96. At pre- 
Not only a third, but of the three, in my 
cs will come at me again. After scor- 
was great, but not perfect. Of course 


? Lara's an astounding 
babe, and this is an 


shall > 


| herself, the most graceful | 
and fun to control vídeo 
ame character of all time. ` 
. [Lara does many things - so 
many, ín fact, that you'll 


k 


stand into cartwheel, walk, ` 
strafe, backflip, push, pull, ` 
pick up, view angles, and 
Shoot. Now, you want to 
hear something really 


What would 
you give 
to 


This is the ultimate of Michael. 
2 1/2 hours, $29.98 for the 3-pack, 
until 1/31/97. 


Available wherever 
videos are sold. 


©1996 Тһе CBS/Fox Company. All Rights Reserved. fm DISTRIBUTEDEY gg 
CBS™ is a trademark of CBS Inc., used under license. 
“Twentieth Century Fox,” “Fox” and their associated logos are the property run 

Photo: Nathaniel S. Butler, NBA Photos of Twentieth Century Fox Film Corporation. ©1996 NBA Entertainment, Inc. VIDEO ~ 


NBA Entertainment, Inc. 


йома Esranur 


j But it goes beyond that. Position her in front оға push- 
able item, hold x and push forward and watch as Lara 
gives three realistic pushes so real it's scary, complete 
ith straining grunts and groans. Lara's voice by the 
way is soft and British. She is the u te cool 
chick, and she's all yours. 
S Of course, what purpose would all. trickery 
\ serve without the proper locales? That's where 
' three years of development comes int play. The 
areas ín Tomb Raider, spanning the globe from caves to 
227 exotic temples and treacherous fortresses are not only the 
Ж most vast ove -any previous game (yes, even Mario), but 
' | they are so brillia tly designed and bursting with 
exploratory gameplay that it overloads the spirit with awe 
and joy. A single area can take well over an hour to beat 
early іп the дате. Later levels, depending оп how good 
you аге, “ШЕ take much longer. Saint Francis' Folly, for 


š етт, 
rus 
A 


eye 


ering fortress 100s pU feet high 


‚ апа laced with pla S, you . 
ust first find each 
ау door's switch, and ©" ` 
\ then locate the cham- ` 
| bers themselves. 
, Once inside you must 


Lara's guide loses his life early on, as Lara opens the first tomb. A pack of blood-thirsty ' 
his bones. Lara tries іп vein to save him... but what a ride! U 


nemesis fortune hunter, kill 
two ferocious lions and 
negotiate some treacherous 
‚ jumps. The keys, by the 
way, open a door at the 


Шы 


I MAY LOOK LIKE A MILLION Y 
BUCKS BUT STARE 700 | 
LONG AND I'LL GILL YOU 
GULL 02 LEAD. 
WATCH THE 
JUMPS. TOO, 
P LOY, IVE GOTA 


В. 


From wolves and 
a to E 


our ong 
is’ are extre П 


Xa Sion сме =a 


space to speak of \ E 
the CG and 
attached story — 


but I assure you | , 


it is as spectacu- \. , 
lar. Sadly the | А, 
Saturn version of ` ` 
TR is but a shell of 


Jb 42 > aw t 3 


Next month is Megawards month, and I can't tell you how much 1 was looking forward to the heated fight in the RPG 
category: Lucienne's Quest for 300 or Lufía 2 for SNES! I can't believe it’s really come to this... A full year and that's 
all the RPG selection we get? Okay, to be fair, Riglord Saga/Mystaria/Blazing Whatever-it-Ended-Up-Being-Called was 
released for the Saturn, but that's more of a strategy title. And Beyond the Beyond has to be disqualified due to a 
small technicality (that it sucks). 

But, thanks to Konami, a game that actually deserves to win has emerged at the last mínute: Genso Suikoden is 
here! 1 was a huge fan of the Japanese version (covered in Vol. 4 Iss. 2 and Vol. 4 Iss. 4), and the American transla- 
tion has recreated it all perfectly (except for the “Genso” part). 

Suikoden is the story of a young boy born into a prestigious house of the Red Moon Empire. His father, Teo, is one 
of the empire’s five legendary generals, and a close friend of the emperor. His father's wealth has insured hím a child- 

hood of comfort, and he shares hís luxurious home with many friends, guardians, and one 
freakishly obsessed male nanny named Gremio. As the game begins, Teo ís heading 
out of the capitol to put down some rebellíon in the North, and his son ís anx- 
? SN iously anticipating his first day of service to the empire. 

&» But his experiences with the empire quickly leave a bitter taste in his 
77 mouth. The empire has become corrupt and power-crazed over the years, and 
7.7 soon our hero finds himself in an unthinkable situation: an imperial general's 

{ Son whose sympathies come to lie with the underground revolutionary army. 
) There are no demon lords to slay іп Suikoden: Your quest is to assemble a 
, trustworthy army, build an impenetrable fort, and overthrow the empire, 
„ your beloved father included. There are 107 characters who will join you 
on your quest (as well as countless peons who join for the large scale bat- 
tles), aiding you in everything from direct combat to laundry duty. An 
abandoned island fortress becomes your headquarters, and a valu- 
£ able symbol of your progress as it grows from a single dirty room 
to an 8-floor tower housíng shops, storerooms, living quarters, 
# libraries, prisons, laboratories, baths, gardens, fields, and more. 

p In my opinion, this 15 a storyline capable of making any 
fasi — game interesting. But Suikoden offers a lot more than just 
%) ` that: The game's fast-paced battle system is equally innov- 
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ative, the magic system is ingenious, and the occasional war scenes are exciting, if a bit sim- 
plistic. Of course, any game with this much innovation is going to have a few unexpected has- 
sles, and Suikoden is no exception: You can't really get the most of it unless you constantly 
rotate your party members, and the constant unequipping and equipping this requires quickly 
becomes tedious. Even worse, you'll have to be good at remembering names, for you get only 
the characters’ names, not pictures, when picking your roster. 

My only other complaint with Suikoden is in the bland, motionless overhead graphics. Luckily, 
the quality is much higher in the beautiful (and beautifully animated) battle scenes. Finally, it 
would be a grave injustice not to mention Suikoden’s brilliant, luscious soundtrack. You've just 
got to hear it to believe it.. 

So, finally, we have our first 32-bit RPG epic. Suikoden isn’t just a great game relative to the 
small, unimpressive crop of RPGs that trickle out here every year, it truly is a great game by any 
objective standard. T 


211 am an-astyglogical magician. 
My job is to See the future їп 
the stars. * 


TAKUHI 


Lomax & Evil Ed 
take Good vs Evil toa 
whole new level. 


44 of them to be precise 


If you want to fight evil, then you’d better be ready to go the 
distance. The mischievous Lomax is in way over his head. But 
only he has the power to conquer Evil Ed and break the diabolical 
hex that has been placed on his friends. — x 

Zoom in & out of detailed landscapes up to 10 layers deep. Use ` 
amazing flame-thrower helmets, helicopter helmets and many 
more, to vanquish evil. | n u 

But look out. The Adventures of Lomax can be habit forming, 
and that’s something even you may not be strong enough to fight. 


PSYGNOSIŠ 


PREVIEW 


PlayStation. 


DEVELOPER - REFLECTIONS. 
LNENNSGUM  ———— I 2 


Jy emm Фэ... 
| @ 2 = 
۴ MOTION ; 


# OF PLAYERS - 1-2 
DIFFICULTY - ADUANCED 


` 002883 


à... ө. 7 


pople revamp of the original. DD fans 
delight, but although I’m a real racing fan, I and many others 

у problems that Reflections have kept for the sequel shall be 
Š the extra features which makes DD2 stand out from 


only racer where bits come off your stock car (flying off in 
angular polygon ыа) and wrecking is the name of the game, but this time, there's 
rses (a real bonus which allows huge jumps and spins to be attempted!), lens flare 

( “апа from nigh i treet lamps), four bowl arenas (where you essen- 


a couple of drone cars and get your wing 
a really cool-sounding idea except for one nag- 
П your opponents === ےک‎ Ss 


21) eT 


ging flaw; the moment you | 
streak by (and they never 
meaning that the pit serves 10 | 

ever. ү thinking in time Ë 
for the release (But I ain't holding my breath). What ү 

I can say is that unlike Wipeout XL, this same is hard; 


you spinning into 19 other bloodthirsty competitors. | 
Those with previous DD experience (there should be Û 
a few, it sold phenomenally) should know what to 
expect. Review next issue... CH 


on | 
soed Jim J J 
Axe Pints 999 ف ن ووردر‎ 


MOTORPLEX 
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G: my might in Super Puzzle Fighter ІІ-Х. (Ego? Nah...) I'm a HUGE Puyo Puyo Tsu fan, and 
Puzzle Fighter is quite similar, so | clicked with this one right away. Plus, | mean, who could 
resist such exaggerated versions of some of the SFA2 and Nightwarriors crew? 

Being honest, the game itself is rather average. Colored gems fall from the sky in 
pairs of two, and join with others of the same color if they touch in any direction. Spheres 
fall as well, and dropping one on top of, or next to, gems of matching color makes them 

vanish. Justas in Puyo, the real reward comes from setting your gems up so that once 

one set disappears, it will cause a chain reaction as the other blocks fall, sending penal- 

_ ly blocks to your opponent's side. Sound pretty simple? It is, but at least it’s 

not a bad puzzle game engine (despite the whines of it being too easy to 

% destroy the other player by those who lost to me). : 

/ Puzzle Fighters uniqueness is its tie to SFA2 and Nightwarriors. By giving 
^ you and your rival the ability to pick specific characters (Ryu, Ken, Chun-Li, 
(| Sakura, Morrigan, Lei-Lei, Donovan, and Felicia), winning isn't just win- 

ning anymore; it's a contest of showing off. Your character attacks your 

‚ opponent's, with moves depending on the type of combo you just pulled off. 
Sure, it's fun to beat your friend, but even more so 

^ when the match ends with Lei-Lei pummeling that no- 


y 


۹ good Ken with a Super. The characters personal 
4A- backgrounds and theme music show up as well, 


224) 


X ^N this combined with the SF/NW 

h those who don't normally like [ 
mew E this опе. The only problem I had was 
а put in my heart to see а SF/NW Kid: 
Capcom, super-deformed Lei-Lei and Fel 

too cool to not be used again! $ 


DEVELOPER - CAPCOM 
PUBLISHER - CAPCOM 
FORMAT - CD 

# OF PLAYERS 
DIFFICULTY -BEG.-ADV. 
AVAILABLE - NOVEMBER | 


Appaloosa were given 
quite a task. Take Contra, 
a 2D legend dating back 
some ten years, create a 3D ver- 
sion, and stay as true as possible to the original. 
mas and you're responsible for breaking a chain of 
legendary hits. Succeed, and your name goes up in 
mera Appaloosa have toiled hard over Contra and 


ф ed. Of course Га have preferred my first 32-bit - 
Contra in 2D, but ГИ live. s 1 stated last month ` 


PlayStation Ų 
DEVELOPER - APPALOOSA Y 
PUBLISHER - KONAMI 

KE Е 


€ Storm 

А дае Worth 

ting... 
літа. 


d E ب‎ 


fighi 


p Contra, well, Contra, 
laga yof m is in here. Bullseyes- 


for a 3D actioner, Га say they've definltely succeed- 


Е 


most of what sema 


that when hit explode 
walls, big spiny and/or fleshy 

bosses, airborne power-ups you shoot out of the ` 
sky, and of course, insane difficulty. Intermediate | 
gamers will survive the easy mode with its 4 levels, 
but to see all six you must step up to normal. 
Normal in this case being a baby step from super 
human. Beyond normal additional rewards await 


TY 


ШЕШЕ БЕСТЕ 
PICTURED IN THE T 


RIVERS END! 
(200952 
А YOU KILL Ш, 
ENTER THE GAPING FOLE 
Where Irs FEART USED 
TO BE FESHI 


Ё however, will take an iron will. 


Appaloosa's 3D engine, which scrolls along in 
1 as you attack the game, has amazing 
1 depth and is one of the cleanest looking 3D polygo- 


A nals Гуе ever seen. The textures are highly detailed. 


| It crowds you once in awhile but for the most part is 
ua work of genius. | 
In the control dept. I found the jumping a tad floaty 
I and uncontrollable while airborne, but precision jump- | 
“ling rag comes Ino Dar When it does, pray you've 
he SED can strafe at the 
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very опсе їп a while an obscure, no-hype game will rise above the sea of PlayStation тейї- ее. 
Е" Starwinder is опе such дате. At first glance (and indeed for the first few minutes | 
Шо! play) Starwinder appears to be intensely boring: You're basically on tracks inside tun- / 
nels, viewing the same scenery over and over. After you clear the first planet, however, the / 
game completely changes: No longer are you confined to tunnels, and the racing takes on а | = ' 
hectic, breakneck pace that can o ии in terms of speed and excitement, to Wipeout | 


XL. Lo 

According to Mindscape, they've tried to place a heavy emphasis on storyline, and indeed | £ 
the prologue reads like something out of a Frederick Pohl novel: As Earthmen and other inter- | Lf 
stellar races expand into space, they have discovered gigantic, twisting rails hanging in the | / 7 
cosmos. Whether they were left by some long-forgotten alien race is unknown, but what the / EA 
citizens of the galaxy do know is that spaceships travel faster when they come in contact with Ген 
the glowing rails іп the center of these tracks. With their іше use unclear, people begin to ў 


use them as racetracks. As Earth's first competitor in these races, Connor Rhodes, your ja ~ 
ambition is to prove the power of Earth and make it to the final track... at Epsilon Indi. | 


Once ош of the initial tunnelage, the tracks (an incredible amount; over 35) become | Ej & 
much more detailed, from craggy half-circles to winding, looping tubes flanked by obser- | TT 
vation towers and polygonal asteroids. Because of the amount ud the game is not / 
as detailed as, say, Ridge Racer Revolution, but it moves at 60 fps and you NEVER see pix- | 
els. Also impressive are the beautiful explosions and the superdetailed, imaginative / 
enemy craft. | 

The gameplay is simple, but innovative: You're on tracks that have a pulsating red light ШЕ { 
running down the middle of them. Stay near it, and you'll go faster, stray from it and you —Ó— 77 чна 
slow down. The interesting thing about this system is that eventually you're going to have med 
10 leave the red strip, however briefly, to get hidden power-ups or to avoid enemies. Once you 
stray foo far from the track, however, you'll fly off into deep space. Lu ily, Mindscape has included an “autopilot” 
feature to guide you back to the track. An exciting racing System indeed, but that’s not all there is to Starwinder. You also һа! 
an extensive arsenal of weaponry. There are four different a ments (including the basic shot), as well as mines and wa 
icons. Your guns are necessary, too: You're constantly beset by drone racers whose only directive is to hinder you. 

As I said before, the graphics are not high-detail but they're very smooth and, well, c/eanerthan most of the recent PlayStatic 
fare. Pixellization is a non-issue, even when the gorgeous explosions are full-screen, and break-up is hardly ever seen. Th 
NICK ROX is to be expected with tracks as basic as = Т - 

NICE MICROPHONE! these, but it’s a welcome sight nonethe- | ^ — - —— — | YALA rn 
less. Мо failings in the sound category, | SH SELECTION | CHOOSE FROM FIVE 


either — it's full of booming classical tunes 


d trademark deep- d effects, | Цц ' _ pru PNW А 
ellocively esting ош the Lo apo | 95 SPEED. Š \ | HIGH POWERED | 110 SPEED ; г 
eel of SW. [ome WU | К | 
| wholeheartedl d Starwinder | | s man енші | DACECR A | tmm giner | 
to any anda "IM Station fans ain ant Em ME = "MS | SPACECRAFT! | ыны тала өш | 


more of that Wipeout action/shooting feel. 
Though basic at times (especially near 
the beginning), its excellent play con- 
trol and amusing bounty of FMV || 


sequences will keep you riveted. | | M 77 / "1 by 

f Don't let this one pass you by | ,, QN | ! ИИ (J^ [| men 74279 | 
» Without giving it a chance! | | ^ iun Bd rA ) r meem f | 

8 |: A- CONTROL f @ SELECT | 1 + Cl IL Ё 
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| М 
AUTOPILOT 1 RETIVE AUTOPILOT ФФ гоа | PASSIVE AUTOPILOT LL ME 
-- : m J - =. Gs — ÀÀ 


— — рыс с 


SHIP SELECTION Ed SHIP SELECTION 


MPD, 570. H042 CLASS | | AUSSIE, STD. LJ? CLASS 


SHIP SELECTION 
BARK D, . 0135 CLASS 


1 ашық —— <mana ы. ы. жш ЇЇ тир... шшш элш Ыллыы د‎ ` pem = M 
E uus 3 M (йын Чї лн | | euet was | SMES wien. | | 
384 Sg) Feu в d | с VIT гі | ва- zx "a 
jas | LEN [aee ow aus 
i жа. To 3T, 


50 


tet i 
SEPULTURA ° SISTER MACHINE GUN ° GOD LIVES UNDERWATER 
BABYLON 200» KILLING JOKE ° JUNO REACTOR • CRAWLSPACE 
PSYKOSONIK ° GUDRUN GUT ° CHEMLAB ° THE CRYSTAL METHOD 
ALIEN FACTORY * CUBANATE * LOADED * G//Z/R 


AVAILABLE AT RECORD STORES EVERYWHERE OR CONTACT:TVT SOUNDTRAX, 23 EAST 4TH STREET, NEW YORK, NY 10003 
TEL 212.979.6410 FAX 212.979.6489 www.tvtrecords.com 


PHOTOGRAPHY © 1995 NEW LINE PRODUCTIONS, INC. MORTAL KOMBAT ñ and the DRAGON DESIGN (® are registered trademarks of Midway Manufacturing Company. Used under license. 
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[Want to Playa] 


The Reactors 


Drop the crystal 
in an opponent's 
reactor to drain 
his Kill-Clock. 


The Crystal 


Drop it in 
your reactor 
to increase 
your time. 


The Power-Ups 


Hi-Jumps: 
Crystal Bombs. 
Mercuries: Mag 
Boots & тоге. 


The Kickers 


Kicking these 
rotates the 
chamber 
ЧП degrees. 


Your arena is a rotating chamber... Your goal is survival... Your opponent is time... 
Turn it left. Turn it right. In this multiplayer deathmatch, Because when your clock hits zero: 
Turn the wall into a floor. it's every man for himself. you're cooked. 


The 3-D Rotatable Deathmatch 


е р 


SEGA SATURN [угш PC CD-ROM 


D This official seal is your assurance that this product meets the highest quality standards of Sega™. Buy games and accessories with this seal to be sure that they are compatible with the Sega Saturn™ System 


Visit us at http://www.activision.com or on America Online at Keyword “Activision” or on CompuServe at Keyword “Go Activision’ 
Activision is a registered trademark and Blast Chamber is a trademark of Activision Inc. © 1996 Activision, Inc. АП rights reserved. PlayStation and the PlayStation logo are trademarks of Sony Computer 
Entertainment Inc. Sega and Sega Saturn are trademarks of SEGA ENTERPRISES. LTD. 
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PlayStation | PT$INTEGRATE 
THE ENEMY! 
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— e 
Better than the 
Renaissance 
Fair! Cheaper 
too! 


; ; The game that will vault 

е Crystal Dynamics into the upper echelon 
x of 32-bit platform gaming has 
_ found a home with none other than 
Electronic Arts, who will publish 
Pandemonium. It's a strange world we 
' ; . live in. Shown here 100% complete, 
um -— A есі? Pandemonium has gained much in the 

ү. ` final tweaking stages and has become, as 

we thought it would, a force to b | Crash and now Pandemonium entering the Sony line-up 
with МедаМап, and Castlevani e behind, the PlayStation is fast becoming the do-everything platform. 
|. things. € 
| "УШ kfully it's not just so much window dressing. The gameplay, depth, story, and 2. 
175 
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| ever was one. The gameplay, for the most part, is pure right-and-left platforming, 
. broken up only by the humongous bosses which are played out in a circular arena. 


As Nikki or Fargus, your job is to rid the kingdom of Yungo, the monster Nikki 


STAIRWAY, PREPARE YOURSELF FOR T 
SEQUENCE PICTURED ABOVE. AG THE L sc 
ALL THE TREASURE YOU CAN, AND мі 

9ANDEMONTUM'$ CAMERA 15 REMARKABLE. - 


E E F М! 
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unleashed whilst her and -- 
Fargus were having fun 
with a book of spells in 
the castle e d Атар 
іп the book shows the p 
(whom you can choose t 
play at the beginning of ` 
each level) the path to the ` 
Wishing Engine, where a | 
wish can be cast to rid the ~~ j 

land of the hideous beast. Of course, a к. of die > 
mies and obstacles stand in their way. Dopey goons; 
mushroom monsters, dragonflies, spiders, and rep- 
tiles inhabit like areas and each have t 
unique form of attack. Besides bounci 
three different spells are available to 
them to their doom. Picking up treasui 
along the way (like Sonic's rings, or 
Mario's coins) is highly recommended. 
pieces earns you a one-up and a high o 
all percentage a їтїр to the colorful bon 
round. Adding even more madness t 
walk through a magical gate and you're 
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TWO ZONES DIVIDED BY A DRAMATIC TRAN- 
GLTLON, THE LOST CAVES ARE A SIGHT FOR SORE EYES. 

NEARLY EVERY LEVEL IN PANDEMONTUM CHANGES 

`. ha WITHIN ITSELF, PROVIDING DEPTH AND 

.. WARPING OFF BOREDOM WITH A FLAMING TORCH. 
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—— rhino, or frog. Completing 
eg stages takes on a whole 
. .. new meaning as you scur- 
E ry along as any of these. 
|. Pandemonium’s 3 boss- 
es may seem slight in 
number, but they make up 
for it in size. They are BIG 
Med and require a bit of think- 
‘ing to defeat. Each is constructed of a mass quantity of 
polygons, complete with gouraud shading and ample 
light sourcing. The whole game їп fact is masterfully 
lit. You'll see some colors in this game along with 
Ð some lighting that sets new standards. Graphically 
Pandemonium is a force to be reckoned with. 
Renaissance music fills the air as dopey, brainless mon- 
=  sters utter "Duh-duh." Of course the camera and 3D 
engine in Pandemonium are the crowning jewel, but 
_ ^ you know that as I've spoken of both in previous 
issues. The important thing here is that the entire 
1. game is worthy of such а splendid engine. The version 
+ (sent to me for review allowed access to twelve levels 
N 
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HATE MUSHROOMS? HOW ‘BOUT STINKY 
GREEN ACID? WELCOME TO THE ACID 
POOLS, WHERE FUNGUS RULES THE DAY AND 
FLERCE LITTLE MUSHROOMS WING THEIR 
HEADS YOUR WAY. рит ^ FORK: IN ТТ, 

* MUSHROOM BOY, L ALREADY ATE. 


REPTILIAN (YET DOG-LIKE) CREATURES 


^ 


LEVEL 1ES 


Cam SLUMBER PEACEFULLY IN THE DESERT... 
т. UNTIL YOU WAKE ‘EM Up. YOU CAN'T 


KILL THESE LIGHT SLEEPERS çO RUN FOR 
-ІТ! USE HEDGEHOGS A6 LAUNCHING PADS. 


BES. $s E Po, AY a 

and the first two bosses. 1 suppose EA didn’t want us to show the end, as it should be. 1 began, rocketing through 

the first half dozen, thinking the game was too easy, but it does get progressively more difficult. By the 8th’stage ` 
things begin 10 get pleasingly difficult, especially if you attempt to reach the game’s many secret areas rather 

_ than racing through on the easiest path. Overall, intermediate gamers should find Pandemonium a handful, pros 
will race through and then go back for more, and beginners will be heavily challenged, a good balance overall. 

асв Тһе bottom line is that everyone will love it. 
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СЕВЕ CANOPY 


BREA” 
| ЁК OVERTIME 


SOME THINGS ARE BETTER LEFT UNSEEN, LIKE THE LEVELS 
BEYOND THIS POINT. MAKE THE PURCHASE ON THI4 ONE 
| FOLKS, PANDEMONTUM’ BURNIN’ HOT. : 


ө93 


OWER MOV 


PRO-WRESTLING MOV 


THE CRANIAL CRUNCH 


OVER 50 AUTHENTIC PRO-WRESTLING MOVES. 
12 WRESTLERS FROM AROUND THE WORLD. 
REAL-MOTION 3-D ACTION FROM MULTIPLE ANGLES. 


PRO-WRESTLING MOVE "16 PRO-WRESTLING MOVE "31 PRO-WRESTLING MOVE "24 


THE ROUNDHOUSE KICK THE OUT-OF-RING BACKBREAKER — THE TURN-BUCKLE TAKE DOWN 


ІШ "1 


"QUITE 24 THE BEST WRESTLING GAME EVER!” — GAMEFAN 


BASED ON JAPAN'S #1 WRESTLING GAME, TOUKON RETSUDEN. 


Activision is a registered trademark and Power Move Pro Wrestling is a trademark of Activision, Inc. © 1996 Activision, Inc. All rights reserved. Power Move Pro Wrestling is based on Toukon Retsuden by Tomy Company, Ltd. | 
Used by Activision under license. Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and PlayStation Logos are trademarks of Sony Computer Entertainment, Inc. PlayStation | 
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THESE CIRLS MEAN 
j^ BUSINESS! 
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/ ingletrac, the talented developers responsible for Warhawk and Twisted “V 
Metal, first displayed their new racer, Jet Moto, at the E3 in Los Angeles this 
past May. At that time, much like Nintendo's E3 WaveRace demo, all one could 

» fathom by playing it was that the games physics were going to he the main 

№ attraction. What we did not know about either game was what the designers 
à, Would surround all this brilliant gameplay with. How does one make an H,0 
à racer live up to the high standards set hy games like Wipeout and Ridge 
Hacer? After all, water is a whole different animal, and in Jet Moto's case, 
x. Water is only half the story. These craft work on dry land too, making 
bv Jet somewhat of a cross between WaveRace and Wipeout. That said, 
ў / Im sure I've piqued your interest - Singletrac are hot developers and 
$$ hoth aforementioned games thoroughly rock. Well, my fellow racers, 
So will this one. Jet does both environments complete justice. 
From the high seas in Da’ Kine Run to the smooth reflective 
glass in Blackwater Falls your liquid refreshment is a real 
thirst quencher, with realistic physics and wide-open course 
P design. The gameplay's equally delightful when you hit the dirt, 


/ sand, or ice. . The polygonal environments feature detailed texture 
maps and from the get go are as vast and twisting as any race fan 
could hope for. Course design at this point (3 tracks were available 
for preview) is right on "Trac. Suicide Swamp, a vast marsh, features 
a wide open canyon laced with rotted stumps, tall trees, and no lanes! 


abyss of Da’ Kine Run, an oceanic cruise capitalized by a partially submerged 
freeway, an ancient relic from a huge quake. Adding sheen to this polished 
racer are the characters and the soundtrack, both of which are going ina 
unique direction. The riders are all women, no... babes! Hot curvy blondes 
and brunettes, from surfers to cowgirls... sign me up! The music is a mosh of 
rugged surf tunes (in the Dick Dale tradition) backwoods hick, and other genre- 
specific melodies depending on where you're racing. Futuristic levels will like- 
ly harness techno and so on. It's all гейроок and of the utmost quality. Jet 
also accommodates two players via a very efficient split screen mode. Any 
loss of frame rate or slow down of course cannot be commented on until a 
review version arrives. Look to the January GameFan for an update or perhaps 


even a review, and uh, bring a wetsuit. ES 


RACE RESULTS 
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| DARE YOU ACCEPT AN INVITATION TO DARKNESS? !! 
A.TERRIFYING TALE OF REVENGE, REDEMPTION AND RESURRECTION! 
u EE (Ос: іп а while, а new type of video game appears 


to carve a respectable niche for itself in unfamil- 

iar territory; Artdink is perhaps the finest pur- 
veyor of these pioneering titles (with Aquanaut's 
Holiday and Tail of the Sun rating as some of the most 
innovative), but now Tecmo have wisely decided to 
release Deception, a wholly unique and totally absorb- 
ing new type of dungeon adventure. While other soft- 
ware companies try their hand at those inevitable Doom 
clones, or furnish us with a barrage of second-rate 3D 
polygon fighters, Tecmo has been hard at work creating 
an all-new masterpiece. The result is an enthralling 
and fiendishly addictive new slant on the 'dungeon 
hack.' Enter the world of Deception, where the creation 
of traps wins the day, evil demons are summoned and 
your foes' destruction is all that you crave. 

The plot synopsis is suitably enchanting: In the past, a 
great nation known as Vangeria was host to a great multitude of prosperous 
magicians, while the rest of the population lived in squalor. These non-magic 
users rebelled against the powerful wizards, and a 500-year war began, splitting 

the country down the middle into Zemekia (a magical nation) and the Angelio 


SET TRAPS ТО KILL YOUR ENEMIES! 


Empire. An uneasy peace was finally established until, you, the player (and | = 9 
the heir to the throne of Zemekia) managed to өсі yourself falsely accused of || х" 

your father's own murder! This situation worsened immeasurably when you |: À, ^g 
were hunted down, caught and lead to the chopping block. You uttered a plea | 
for vengeance as the executioner raised his rusty battle-ax, and a strange | 
noise was heard throughout the heavens. The entire area was scorched with See 


CREATE MONSTERS FROM THE FLESH OF YOUR FOE 


(ee И |: magical fire and your 
Т UF 11 Ae E325. ° s z r body was winked out 
жт | of existence іп а bril- 
liant flash. You appear 
in the Castle of the 
| Damned with but one 
conviction; to exact а р 
terrible теуепбе оп your brother and all those who thought you 
| guilty. The Devil must be summoned and resurrected, all the 
“| inhabitants of the castle must have their souls sucked, and the 
| Six Legendary Treasures must be obtained! “Rise Demon, rise 
* from the ether!" I : 
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This atmosphere of brooding 
епасе is admirably translated | 
nto the game itself. Your hero | 
ust progress through 27 differ- 
nt 3D polygon-packed levels 
each taking place inside a 
prawling  multi-level castle 
omplex), attacking various || 
ssailants who wish your 
estruction. However, there's no 
sword-swinging or hand-to-hand 
combat here; the main innova- 
tion is that your character must 
lay huge and deadly traps to kill 
all those who stand in your way. | 
After a superbly straightforward 
explanation of how to lure your 
foe (and then dispatch them), 
the adventure begins in 
earnest; time to stalk 
through your fortress ` 
Doom-style, but this time % 
with a vast array of cages, || ё 
giant balls and pits at your ` : 
fingertips! ( Lr 
You may think that 
Deception is of the Hexen 
ilk, but although the 
action takes place in a j س‎ T 
convincing 3D environ- à : Ue. HY A mam 
ment, this is actually an 1 ІР 
awesome action/strate- 
gv that just oozes fun 
and playability. First, 
view your multi-level 
castle on your map, 
pinpoint your victim 


your re the Head 
of. the Castie? 
боой luck! 


€ N 


(these range from 
knights, mercenaries, mer- 
chants and pilgrims 
through to cloth dolls, 
magicians and even aliens 

— по опе is to be spared!) 
and set your trap. This 
could be a pit with spikes 
beneath, a giant metal foot 
than squashes the enemy (a 
la Monty Python) or any number of other 
gruesome (and fiendishly designed) 
traps. You have no weapons; only your 
creations and nimble feet. 

Once the traps are laid, you dash 
madly about the castle, coaxing your vic- 
tims forward and hoping they blunder 
into a snare and fall at your 
scheming hands. After run- 

#7 ^ ning into a number of traps, 
your enemy's life-force becomes spent, and providing you've 
lured them onto a correct trap, your victim's soul can be 
removed and used for a number of diabolic deeds; to increase 

Ot ? agit points or used for monster construction!! 
cries in E game can you take parts from different 
engmies and summon a werewolf, golem or red dragon to 
you in future battles (these fearsome beasts stay with 
du and even gain ехрегіепсе!). The levels increase in 
difficulty, the plot twists and turns and familiar charac- 
ters return to haunt you (your actions also effect the end- 
ings; there are six different ones to find!). This is certain- 
ly an enthralling journey which just gets even more enter- 
taining the further you progress. 

Tecmo has succeeded in creating a new genre, a refresh- 
ing combat/strategy game in one fell swoop. I cannot 
praise this game enough; you play a deviously nasty 


POWERFUL FORCES SEEK TO DESTROY YOU! 2-27 


character who kills without 
remorse in an attempt to sum- 
mon the Devil! Yeah, that's for 
me (although ГЇЇ not be chalk- 
ing out pentagrams and sacrific- 
ing chickens just yet); but this is 
much more; good use of textured 
polygons, a formidable quest, 
different endings and loads of 
different killing devices. 
Refreshingly addictive. CH Ж 


Annihilate your 


CERE AUS 


Clans enemies 


THE #1 BESTSELLER — COMPLETELY 
RE-DESIGNED FOR THE PLAYSTATION 
GAME CONSOLE AND SEGA SATURN’! 


48 DEVASTATING MISSIONS: 
FEATURES THE 22 ORIGINAL MISSIONS PLUS 16 


BRAND NEW MISSIONS! 


32-BIT ENHANCED GRAPHICS: 
GET BLOWN AWAY BY REVOLUTIONARY VISUAL 
AND MOTION ENHANCEMENTS THAT WILL PUSH 


YOUR 32-BIT SYSTEM TO THE LIMIT! 


FASTER, HIGHER INTENSITY ACTION: 
WITH NEW QUICK-RESPONSE CONTROLS AND 
AWESOME POWER-UPS INCLUDING INVINCIBILITY, 


FIRE-RATE INCREASE AND STEALTH. 
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31ST CENTURY COMBAT 


COMING FEBRUARY 1997 
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ifferent is the only way to describe Dare Devil Derby 3D. On a 2 2 | 
D: all but plagued with racing games, they have to be either “ GRAND PRIX 
fantastically good. or original enough to succeed. Luckily, Dare -- ——— T —— 
Devil Derby’s looking to be both of these. 
The first thing you ЇЇ notice about the game is its cartoon-based feel IAPS 
and characters. With the previous games in the series based on toys | $ х) 


(Micro Machines). it's easy to see why. If not handled correctly, the 
whole cartoon thing can be really lame. but developers Supersonic are 
old hands at taking inane concepts and crafting awesome racers with 
them. The gameplay is simple... come in first. or in the knock-down I Улар 
competition, be the last опе still on the road. What isn't simple is the а ult. 
perspective of the action, an isometric 3/4 view rarely seen on 32-bit. | v х 

This unique viewpoint does пої соте without problems. however: F 1 

Since you can't see very far in front of you. you must make your way mE 

through the charming locales carefully. As much as you want to go 


< 


PlayStation J | ly. А 
- veering about, you just can t. or you ll fall 


{ ihe road. Also a prob- > 
lem is multi-player mode. іп which апу саг that falls off the screen 
VELOPER - MINDSCAPE loses the lap entirely. These are small complaints when weighed Sra — 


DE 
against the sheer fun of the game, which stems mostly from the envi- 
PUBLISHER - MINDSCAPE ronments: In what other game can you race in a haunted house or be WORLD SERIE 
swallowed by a giant whale and blown out of its breathing hole? zi r 2 
FORMAT - CD The graphics are positively stunning, built entirely of polygons. w —p “тас = 
though this may not be totally evident by looking at still screens. and = À 
# OF PLAYERS - 1 meticulously detailed. Whether you're flying above farmland in a zep- 
pelin. skimming across the surface of the water in a boat or just rac- 
DIFFICULTY - INTERMEDIATE ing. the feeling of really being in a cartoon rds (er. if there is such a 
° thing) has been represented perfectly here. The graphic engine is so 
AVAILABLE - NOVEMBER amazing that it will zoom WAAY out if you enter a tunnel or to rise 
= above a particularly high piece of scenery. such as a tower. In 
i> | incomplete version we used for this preview, howev ie musi 
| | ќа d i han | 00а 
= , 
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NICK ROX 
WACKY RACERS MEETS 
MICRO MACHINES! 


WORLD 
DOMINATION 
IN A ВОХ 


Over 40 missions опо CDROMs / | Dozens of closeups and action shots 


The ultimate strategy game 


H 


Also available on D 25, Windows", Windows® 25 & Macintosh* CDROM. 
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Surrounded bu 
evil? Protect 
yourself effective- 
ly with this glow- 
ing green shield. 
UJatch out, it lasts 
but a moment! 


Vour foes have 
brains... for 
now. Launch 
this ball of 
energy and 
watch their 
heads Fry! 


{ош on health? 
Ferocious alien 
scum to gun 
down? Activate 
this and you'll 
receive some 
ethereal energy! 


Perhaps most use- 
ful power; build 
your psi-points by 
launching these 
bolts at the 
enemy and collect 
their power! 


That Star 
Trooper get- 
ting too close 
for comfort? 
Then zap him 
back with this 
psychic prod! 


_ PSIONIC _ 
ARSENAL 


€xcerpts from the Hambleton Files 


е to tell, I've been plowing 
orridor shoot-fests over the 
ths (yeah, the Hambleton 
L is unrivoled!), and with 
uptor | hod onother chonce to 
slaughter in the comfort of my 
у, any game that сап tear me away 
] to be pretty special, and Disruptor 
has a number of really cool features that moke it 
stand out as a great title. I'll resist the temptation to wade in and 
compare this to every other 3D shooting game, because the develop- 
ing folk over at Universal Interactive Studios have spent a load of 
time incorporating some unique features to add to the whole experi- 
ence. Some of these additions work, and one fails miserably. Let's 
have a look at them, shall we? 
There's 13 action-packed levels crammed into Disruptor. Thirteen 
may not sound like that many, but believe me, they're huge and full 
of ingenious puzzles and crammed with a load of alien beasts, mutant 
experimentation and power-armored soldiers with the latest in galac- 
tic weaponry. Sound like fun? You betcha, plus these enemies are : — 
intelligent, attack diligently and sometimes swamp your character E 
(I've counted at least 20 attacking simultancously!). If it's a full-on gunning 7 you're after, 
you're in for а treat here! These enemies also have the added bonus of being super-detailed, and 
although still two-dimensional, they don't pixellate that badly when up close and personal. 
Those levels | mentioned earlier are also totally different; from the ice and snow of the 
Antarctica Lab to the downright odd Dream Sequence, every zone has separate scenery, puzzles, 


mission objectives and sometimes unique ene- 
mies to face. Let's put it this way; you aren't 
gonna Finish playing Disruptor for a while, and 
you'll see something totally different on each 
level! Also, while I'm іп my complimentary 
mode, | must mention the atmospheric music 
which is cool enough, but actually changes to a 
more dramatic overture when you engage your 
foes in combat (much like the music in Magic 
Carpet, except a lot less Arabian). This adds 


little extra feeling of fear when 
e stalkiag some inhuman creature 
corridor and an alien SWAT 
іп to ambush you! Finally, 
so tries something new 

eapons. Sure, you've got 
your run-of-the-mill phasers, chain- 
guns and BFG look-alikes, but your 
character also has psychic abilities 
which not only look spectacular but 
add to the strategy ("Do | wipe this 
inhuman deviant out with my plasma 
cannon, or do | fry his brains from the 
inside? Hmmm...") 

"So Disruptors a cool game with a 
decent challenge and | should run out and buy 
it immediately?” Well, perhaps, if you reckon 
you can cope with the couple of problems this 
game has. The most hideous of these has to 
be those cut scenes. Your game introduction 
and connecting narrative between levels is not 
so much poor as brain-numbingly bad. Yep, 
this FMV full of second-rate acting from third- 
rate "thespians' fails to gel the storyline 
together and completely destroys the atmos- 
phere created by the actual game itself. | was 
biting my knuckles down to the bone with frus- 
trated embarrassment as | watched my all- 
American hero ‘buddy talk’ his way through my game, walking through cardboard 
sets before being captured by a Dick Jones look-alike who attempted torture with 
a robotic egg whisk. No I'm sorry, FMV , 
J enough oe | 
Mouse attempt. 


1 пош. 


апд сап п badly detract from the game- 
play. Say you're jogging down a pas- 
sageway, swerve around a corner and 
face up to six alien scum, ripe for the 
culling. In theory, you'd unload all your 
mini-gun shots and then change 
weapons, wouldn't you? Well, in prac- 
tice you use your mini-gun ammunition 


up and then wait in paralyzed panic as 
your character fumbles about in a con- 
fused frenzy. Yes, this game loads in 
every weapon (the load time varying 
from one to five seconds depending on 
the situation). Note that you're 
weaponless the entire time; the perfect 
opportunity for those monsters to mince 
you. I've been tearing my hair out, 
shouting “All 1 need is to change 
at's not so hard is it? 1 
nnon NOW!! Oops, 
to pieces.” This isn't 
damn annoying, and 
grammers should def- 


problems (along with a lack of a 
not enough gore and a feu 
ters) are ше hindronces to 
tre into a future 


world of terr 
the negative poin , but 
those Tue. 4 this b 
9 3D corridor game to rival © 
m itself. Cope with the FMV 


onto a winner here. СН 


| The semi and 


the basic 


кє) іп по time! 


Seen in all the 
finest sci-fi 
movies, this 

=] lightly burns 
=| your enemies, 


ple of shots to 
fry them... 


A powerful 
laser, this rips 
through foes 


per firing. 
Watch for the 


green and fire 
| variations! 


] Instead of ball 
of plasma, 
ready yourself 
death. This cu 
any enemy! 

| Want even 


more galactic 
carnage? The 


ing plasma-bo 
W cannon! 


This extremely 


yourself), and 
those metal 

balls just keep 
on homing in! 


| This clears out 


in seconds! 


S=] This piece of 
d ordinance has 


ing you into а 


forward and 


automatic are + 
weapons for / 
your character. 


Я Watch out; you'll 
run out of ammo 


Í but takes a cou- 


with three shots 


5 


=] for bolts of blue 


ts 


* swathes through 


n 


try one of these 
out; a ropid fir- 


It 


deadly weapon 
has a huge area 
of effect (watch 


One word: BFG. 


= hordes of aliens 


one shot, turn- 


walking flame- 
Î thrower. Stride 


burn everyone! 
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PlayStation 


lions, the basic gameplay is а 
Hey. if it ain't broke, don't fix it! 


now looked back upon as classics of the 16-bit 
gaming era. On top of their amazing isometric 
visuals, the Strikes were among a handful of 
shoot- em-ups to successfully incorporate an 2 
element of strategy into the blasting. 0 A 
Even though they were all essentially ; 
shoot-'em-ups, just flying around 

mindlessly blowing the hell 

out of stuff wouldn't get 

you very far. 

You actually had 


b 


E A's Strike series (Desert, Jungle and Urban) are 


to stop and think 
about the best way to 
approach your various mis- 
sion objectives. Of course, this \ 
wasn't to everyone's liking, but Я И. 
depending оп where you i 
trilogy’s strategy was either it 
Fast forward to 1996 
the latest in the Strike series: 
We've [ 


The story is familiar: you play a 


Eastern Europe. You're an ‘invisibl меа rtofa lethal strike team called in to ‘stop wars before they 
KNIGHTMARE happen’ and make sure ys in the fridge. The Strike games have always contained a strong 
STRIKE A BLOW FOR Story el time EA has really gone to town, with high quality FMV sequences Straight out of 
FREEDOM Mission Impo While these may not make the game play any better, they certainly contribute towards 


i ga eg imate sense of immersion, like being in your own action/ ШЫН film. What's more. this 


"шай 
Ac 


sense of theatricality has been carried over into the actual game environment. For example, on the first level you receive a tele-message 
from your co-pilot that he's caught in a P.0.W. camp and is about to be shot. Get there in time and you'll actually see him being 
marched to the firing squad by two enemy troops! Save him, and later on you can drop him off next to a Snow Plow which he uses to 
bulldoze through an enemy encampment. This adds a lot of replay value to the game, as you can complete levels without even 
seeing half of the specially planned events that go on around you. 

The enemy AI has also been improved. Tanks and soldiers act much more intelligently than in previous Strike games, not to men- 
ON iion realistically. | was amazed the first time | shot at a building only to see its occupant come running out, get in a truck and drive 
y , Off down the road before swerving and crashing! 

The graphics are first-rate. EA has made a big noise about their CD-sourced, texture-mapped terrain, and with good reason — it 
looks amazing! Also, all of the objects (vehicles, buildings, etc.) have been fully modeled as 3D polygon objects, and to show this off 
there is a new ‘chase’ camera mode that actually moves the landscape around your chopper (the ‘classic’ isometric camera mode is 
| Ж optional). The light sourced debris-ridden explosions are also very impressive. 

M Unfortunately, there is a downside to this graphical overload: the frame-rate. The basic frame-rate is quite jerky, and when 
there's a lot going on, the frame rate drops right down to a crawl. You do kinda get used to it, but it effects the gameplay nonethe- 
, less. The sound is also a mixed bag, with nice interactive music but muffled effects. The explosions and gunfire just aren't sharp enough for 
- > my liking. 1 do love the humorous speech of the enemy soldiers, though: "Ha ha ha, not close...urgh!" or "First aid! Second aid!" 
The gameplay is classic Strike — a perfect balance of strategy and action. Everything you learned from the 16-bit Strike games will help you 


looks incredible, sounds good, plays brilliantly, and exercises both your 
rigger finger and gray matter. But if you find yourself pulling 


your hair out after a few hours’ play, don't say | 8 
didn't warn you... K А к? 


L 


: B= Hunter is Earth Command Defense Force’s 


game. Most games like this (Resident Evil, Alone in the Dark, et 


away, just by walking into a different part of the background (see box, top of facing page).j 


top agent and ace*martial artist. He’s also the 
star of ASC’s most ambitious game to date - 
Perfect Weapon. Transported into a strange dimen- 
sion for unknown reasons, Hunter must fight through 
five unique lands, mixing adventure and fighting ele- 
ments together, to find his destiny. 

Perfect Weapon is a polygonal, pre-rendered adventure 


show you one pre-rendered background, then load in another one . 7 
once you've reached the limits of the first, and so on. Perfect Weapon, hi ever, has anoth 
er background ready for you instantly. You'll even get up to four views of the same spot, right 


Gamers rejoice! PW has over 1300 of these gorgeous rendered backgrounds, and the levels 
only ever need to load once! i r 
How do all these views and backgrounds mix with the gameplay? Well, let's say you're moy 
ing your character across a dangerous ice bridge in the first level (or *Moon" as they're call 
in PW). The current background, as far as you can see; ends at a point where you've gotta ju 
across a pit to another platform. On your way, the view will change to beside you, behind уо 
nd finally to an ideal view that lets you judge where and when to jump. Similarly, across tl 
: next four Moons (Garden, Forest, Desert, and Proteus), ideal views have b 
set-up throughout the different backgrounds to help the player see as muc 
possible. The incredible number of views and backgrounds compliment t 
huge environments of each Moon. The Forest Moon, for example, starts you 
. on the ground, and finally reaches its climax high atop the branches with 
іп a giant network of treehouses. 
The gameplay consists of two modes: Exploration and Com 
Exploration is just the mode you're using to walk around, so you can on 
jump and run using КІ and double tapping up, respectively. When you’ 
attacked, Combat mode kicks in, and L 
(4 @ Ё PER 0 NTER and Right punches and kicks are possi 
"Sp Сә Re (4 44 with the controller buttons. At апу time у 
и Re А. сап check ош your тар апа use items, bul 


127 


milar button sequences for com- 
bos (by combining your punches, 
kicks etc.), throws and counters, 


and various crouching and NS 


ing attacks (almost 100 moves 

total). Practice your fighting, 

'ceause every Moon has restless 

natives, each with their own 

fighting style, and they're more 

than willing to gang up on 

you. For example, the 

Monks of the oriental 

Garden Moon will attack 

with Shaolin Kung Fu 

techniques (quick 

punches, reflexive ` 

kicks, eve 

ports!), whil 

war-prone Panthera 

of the Forest Moon 

attack using primal, lightning fast 

Capoeira. Fighting takes center 

stage in most levels, but with 

Transmitters (to disable barriers), 

Health increases, Keys, Armor, and 

half a dozen more health and com- 

bat-related items, you'll still find 

time to search the vast levels for 

secrets and power-ups. : 
Every character is motion-cap- 


tured, beautifully animated, апа 


light sourced. And thanks to ASC's 


tions. Throug 

design, glorious artwork, and 
ambient music, the Moons exude 
an almost palpable at phe 


play. I suess ‘it’s the comb 
nation of so much cool a 
work, all comin' at you at 


МА and every 
(1 deep and satisfying. 


Sure, I can appreciate it fo 
mixing a dedicated fighting coe 


ing great graphics, 
ing (deep ше but Pm playing 


really good gamep 


M 
play-mechanics, and it's long (the 


longest pre-rendered adventure 


PlayStation 


same of this type). Just get your 4 E 


hands on a copy and enjoy. G 
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In the near future, mankind has conquered dimensional travel but 
the door we have opened swings both ways. The peaceful city you 


another world— Demons! Now it’s up to you and your friends to 
harness the hidden power within you by entering the fantasy 
game known as Persona. 


You awaken with incredible abilities that you will need to defeat 
the scores of Demon invaders and cleanse the land of their forces. 
Converse with them before doing battle to determine your best 
course of action. Fight them or enlist their aid in your mission. 
Either way, you are set for the fantasy adventure of a lifetime! 


ave grown up in has become a haven for dark creatures from 


Special (4 eatures ah 


Based on the ultra-popular, mega-hit, Megami 
Tensei series: first time to hit US shores 


100+ hours of pulse pounding gameplay 
Over 300 different monsters to do battle with 
Morph any member of your party into a < 4 


more powerful source known as “Persona” ° . 


Fight your way to опе of many endings ам "a 


f 


Use your “Persona” 
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——, here’s a smell of napalm in the air, 

ДЕР aa you've oiled your throbbing motor, 

loaded up your hood-mounted dual 

machine guns and you're maniacally swerving 

7$ through the broken ruins of downtown Los Angeles 

| on a mission to kill. Yes, certain areas of present | 

| day LA certainly aren't a picnic in the woods, but in 

the future the situation is even more grim... thisis 

the world of Twisted Metal 2, where only the most 

insane and bloodthirsty drivers survive. You've 

|! gotta tool up with your motor of choice, take to a 

number of arenas and gun down up to six other 

| opponents, just like in the first game. Are you ready 

& for more car carnage in some seriously dangerous 
- texture-mapped polygon zones? 

Twisted Metal 2 is almost here; we secured a 70% complete copy for our perusal, and 
after some serious car combat, | can tell you that same adrenaline rush of hammering 
away at a fleeing vehicle is still there... except this time there's so much more of every- 
thing. This is Twisted Metal 2, baby, and the combat zones are much more extensive; 
you've got the whole planet to choose from! Yep, they've gone one better and 
incorporated a load of new venues throughout the world; so now your ramming , ? " 
and destruction can take place in a concrete bowl just outside ue, 
Moscow, a field in Holland (complete with collapsing windmills!) and 
even along the rooftops of New York at night (watch your acceler- 
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CHIEF HAMBLETON 
You're twistin’ my esas ua == 
melons, man! Т | Ener 


м 


” % " Z a 8 *. Ë Я 
н сын ылық атынан дек инсан “< e eoo сы. бе лее Ө. 
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ШАШ 
jht hugi 


; Plus, you're sure to have а load of fun hunting down your 
' Streets of Hong Kong n up the Eiffel Tower! 

The playfields are huge, with more detaile 
scenic details (much of which you can destroy); bu 
; important characters? Well, 7M2 doesn’t disappoint here 
=| doze i I | 


ROAD Kul 


yÉ 


lives: 8 


scrap metal! For those gamers w 
option (link up or split screen) where you can face off in a duel of death, or 
complete the game in co-operation mode (like Doom). You want longevity? gm 
You've got it with this title! о ДБ нын 
Twisted Metal 2 is sure to һе popular when it finally gets a release, and pro- | 
X] viding those developers tidy up the problems of warping and glitching poly- | 
=| gons ( vident in many of the levels), then UII have no hesitation in | 

| P recommending this release to all those who crave more 
vehicular butchering after the fun of the first Twisted Metal. | 
“ZN, Stay on course, we'll be back with a review as soon as I’ve 

№ taken down that blasted Sweet Tooth! CH 


8: Smash your opponent ina no-holds-barred war, Or 
go competitive and help smash all combatants”! 
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Т Psygnosis gaming gods are back!! PlayStation owners craving Е 
futuristic sled carnage (that would be most of us, wouldn't it?) 
have no need to fear, for some of the UK's finest developers are 
- back with the sequel to the biggest sleeper hit of last year. But how do 
you improve on a game with already sleek looks, great gameplay and 
an incredible sensation of speed? You make it bigger, faster, brighter 
and even more fun to play; that's what you do! A fine premise, but has 
it worked? 

For the vast majority of the gameplay, the answer is a resounding 

—— ——— Ме 


ы — = 


le yes! Anyone even remotely 

concerned with this title 
| should already have checked 
| ош our expansive preview 
| last issue, and with further 
playing, I can safety state that 
Wipeout XL is the fastest 
‘racer on any console plat- 
‚ form. A pretty sweeping 


| езе 25 аз statement, but when you've 
ЬЕ, ur 


ас 
; 


ENERGY ` 


= a clambered down from your 

prototype Chinese sled, 
mopped the sweat from your 
brow and palms and 
engaged Piranha mode, 
+ you'll soon understand why 
this statement rings true. 
This may start off as a slower 
but prettier version of the original, but once you've mas- 
tered the arts of the different difficulty levels (each 
revealing more hidden tracks), you'll soon be violently 
twisting your spasming craft around the fiendish cours- 
es in a frenzy of joypad wrestling. Then of course, when 


THIS ПЕШ EVELOR ҰУАТҒЕНРТА Es tautan raray 
АХС S КЎ UIW АУЛЫ ЕЛЯ NIGEL ORE 


the secret Chinese craft is revealed (think; Devil [77 = Ж” ЖУ 2) =a m Le 
| Car without wheels and on steroids), you'll бе NC c Osa. t x 


P 
(523 
actually fear the speed of the game... тс i е] 
= T a. 2 ) 


Gameplay is exactly the same as the original 
(i.e. zip around the course three times, 
trouncing your foes with a barrage of hi-tech 
weaponry), but a couple of refinements make 
this much easier and a lot more playable this 
time around. The most impor- 
tant gameplay tweak is the way 
the craft handles hitting the sides of the tracks. 
Now, instead of thudding into the barriers and jolt- 
ing to a halt, your sled scrapes along (allowing you 
| to steer out of danger), giving you not only ап 
increased adrenaline rush, but also a feeling of 
intense speed that was missing from the original. 
This is the way you'd expect sled racing to be; 
supremely fast and awesomely playable! 

The additions don't end there either; there's a 
huge array of weapons to aim at your enemy (all of 
which were detailed last issue), some of them new 


NEWS 


LAP TIMES 


rT 


and some old favorites; but there's also an autopilot option; where your craft 
becomes a perfectly steered air machine courtesy of the CPU. This starts off as an 
annoying feature until you realize the whole race can depend on the implementa- 
tion of this device. You could be approaching that final impossible bend at warp speed, and simply pressing the autopi- 
lot allows your craft to turn impossible turns to speed to victory. Use this wisely and you've grasped a large part of the 
gameplay. Forget this feature and you'll be floundering for weeks. 

The speed and weapons are excellent, the texture maps fantastic (the most impressive so far seen on the Sony 
machine) and the fluidity second-to-none. Add the cream of UK dance bands to this cocktail and you've got an almost 
=. um perfect racer. All the way through this game I was in ecstatic pleasure, grinding my 
pelvis to the 'ardcore techno anthems, weaving through tunnels in a mechanical 
^ futuristic environment and having the time of my life... until the whole experience 


зз 
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ended... after two days of play. We then phoned Psygnosis, who were shocked tha 
we beat the game so quickly, assured us they’d bump up the difficulty level, and 
then did nothing about it... 

While you’re playing, you’ll be in heaven, gasping at the jumps and gaping at the scenery, but the whole experienc 
was over far too soon. Remember how you took months to complete the first game? Well, those who consider them- 
selves racing experts should have this licked in two days, and after the Piranha class and the Chinese super craft there's: 

nothing left to do except go head-to-head with another player. A real pity really, because with more tracks (and th 


a 


lability to race them backwards; a glaring oversight), this would have been perfect (and І mean 100% perfect). As it 
stands, Wipeout XL will be remembered as the Jumping Flash! of racing games 
(looks stunning, but a walkover). Perhaps Psygnosis should have a word with their 
cH 


|playtesters in the future... 


> Ë: Don't 
, w _ | feel like quite the fool, 

f ranting for hours about 
how  Suikoder's 


-—— 1j the only decent ` 


x" gg RPG to come out 
کے‎ this year, and then 
being handed a copy_ of 
Persona nary a few minutes later. == 
What's up with that? Has the world | 
gone mad? Two RPGs... On the | 
SAME system, “їп the same f 
MONTH? Not.only is that crazy, it's i 
" potentially dangerous! Take me for | 
| example. Тһе RPG-playing part of Ë 
my brain, emaciated from a year Ё 
long lack sof «nourishment, is M 
currently ^spasming . out of | 
controFSh98yfdskf...ERK... Ah. It 
just stopped. Hmm. Apparently | Ë 


can no longer see out of my left eye. Ah, whatever. 
Back to. Persona. 

Actually, Suikoden and Persona are very different 
games. Persona is the latest chapter of Atlus’ cash 
cow Megami Tensei series (to be called the 
Revelations series in the US), a series Namco began 
on the Famicom, that's spawned (at my estimate) 
some 300,000 different games. At first, they were 
Wizardry clones in a demonic sci-fi setting, but the 
series has been evolving rapidly. This; as well as 
Saturn Devil Summoner, are the latest iri'thissary intri- ae, 
cate, very mature series. 

"Yasny different from Suikoder's fantasy setting, your 

- — ш heroes are nothing more glam- .. 
| orous than a restless pack of 2nd £ 
l| year students at a modern day 2 
M Japanese private school. The қ 
| game's massive setting is their ` 
I realistically rendered town, and the 
| “dungeons” include the school, 
| police station, local corporations, A. 
апа the town's shopping mall. = 
|| Although "devil-summoning" is st М 
{| а key element of the plot, this ele 
И ment is no where near as strongl 
realized as it was іп De 
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„ complex. There are so many elements, option: 


versy is is probably one of the reasons that At 
releasing Persona first. 
MegaTen- sorry, Revelations games are incred 


ў locations in Persona that my few hours of play time ~ 
have barely scratched the surface. Still, 1 definitely li 2 
what | see: “Тһе 3D graphics are slick as always, t 
polygon town (complete with polygon cars: -obeyi 
polygon driving laws) is especially slick, and the пем 
battle system is very. well done. “Тһе s 
good quality, and incredibly. varied, a 
effects in the battles (especially those from the П 
sters) are nothing if not memorable. қ 
More importantly, the storyline is great 1 
Devil Summoners storyline, but with only 3. 
acters, there wasn't too much going on in t| 
ter building department." Persona sports a much l: 
cast, and the characters all һауе well-definec 
enjoyable personalities. 
We'll be back with much more on Ре йз in the 
near future, but even at this early stage | can firmly. 
Say that RPG fans have a second reason to cherish, 
their PlayStations. š 
Persona bears little resemblance to live RPGs 
we're used to seeing in the States. The game has 
three distinct perspectives: A free-floating, over- 
head polygon town, isometric hand-drawn rooms 
and battles, and hand-drawn ` irst- "Еу 
dungeons, а la Phantasy Star. T. 45 
Although Persona's storyline is exceptionally i 
well- -developed, the game's main emphasis is firm- 
ly rooted in its battle system. The battles might be 
a bit too frequent for some players' tastes, but the 


= 


r amount of options present in the battle system is 
without precedent. 


Each character can equip both a normal weapon, and a gun 
for long range attacks. In addition to standard block and attack 
options (and a convenient macro that does such things for you), 
you have a couple of other interesting options. One is to use the 
"Persona" magics, a command in which you summon a god-like 
manifestation of your own true inner nature, and use his or her 
powers to attack the enemies or help your party. 

Another new twist is the "Contact" menu. Although you can no 
longer coerce enemies into joining your party (w 
part of Devil Summoner), negotiations with 
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important part of the game. Each character in your party has four 
different contact commands, everything from taunting, scolding 
or mocking your foes to seducing them, dancing for them, or 
singing to them. A wise negotiator can use his skills to scare off 
potential enemies, get information from them, and even extort 
items and money from them. A poor negotiator runs the risk of 

making them even more violent. 
In addition to all that, there's an entire shopping mall filled with 
stores selling the game's hundreds of weapons and items, casinos 
ering eight cool bonus games, and a mysterious mage who can 
help you learn the game's vast array of Persona spells, as well 

ѓаѕ create summonable monster hybrids. 

»4 Complex, yes, but definitely worthy" of your mental 
nergy. RPGs may be coming less frequently,sout after 


4 Playing: this and Suikoden in onesmonth, it couldn't 4 
be More ва that, yes, they're finally growing: 
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К ир оп gas, strap іп tight 
make sure you've brought 
e, 'cuz ASC is set to 
e roughest, toughest, 
racing experi- 
\ ing games, like 


bring you 
downright 
ence ever! | 
Fl, are a 
attempts to accurately 
sensation and physics ¢ 
an electronic medium. 


fun. Hardcore 4X4 definitely falls 

into the latter category. 
Hardcore 4X4 isn't like an ordi 

nary driving game. 

race a number of other vehicles 

around a track in the hope of 

coming first, but that’s not 

what separates it from the 

crowd. I guess the best $ 

way to describe it would ~~ 

be a cross between Sega 

Rally and Destruction Derby, ge 

but that's not entirely accu- 

rate. You see, Hardcore 4X4 does 
things a little differently... 

| The vehicle handling is such that 

the moment you pick up the pad you 

can play the game. There's no mas- 

tering of high speed power slides or 

cornering here. All of the trucks are 

incredibly responsive, and getting 


PlayStation 


DEVELOPER - ASC 
PUBLISHER - ASC 


DIFFICULTY - N/A 
AVAILABLE - NOVEMBER 


easy task. What’s more, the course 
layout is remarkably easy to follow, 
with no really tight corners or tricky 
Its all pretty straightfor- 
But that’s 


chicanes. 
ward from the word go. 


К rman 


= mountain pass with sheer cliffs at f 
Sure, you still ` 


„ыгы amo ЫЫ 


AAC AA T DARL ARRORA, 


i GROUND ШЇ ШІ 


Brora, 


where the fun begins. You see, ў 
Hardcore 4X4’s motto seems to be: f 
roads are for wimps. You may һе) 
racing four other trucks, but they're f 
not the real enemy. The track (ог 
rather the lack of it) is. 

The courses in Hardcore 4X4 are 
the most inhospitable hell-holes on 
this planet, with names like 
Dynamite Pass and Devil's Kitchen. 
Most people wouldn't even think / 
about taking a walk around these ) 
places, never mind drive a truck! A f 
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егу turn, а forest track with rocks f 


are ` just thred of Ric 

Six tracks on offer. 

And on each one the 

@ terrain is about as flat | 

as Pamela Lee. It’s а) 

constant battle to keep your truck 7 

upright and on the track, and as f 

you pick up speed and hit hills you | 

really start flying all over the place. / 

Play from the ‘inside the truck’ View а. 

and I guarantee you'll be scream- 3B 
ing in no time! 

The version we have is a beta 
and there's still some stuff that 
needs works. The CPU AI is incon- 
sistent, the track layouts are all a Í 
bit too similar and there's no link- Í 
up mode. Hopefully these will be | 
fixed in time for the review next f 
issue. Get ready to get dirty! CH f 
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ou should know right off the bat that I 
: am а BIG fan of first person perspective shooters. 
From Final Doom to PowerSlave, trom Hexen їо Turok — they are my calling. | love them 
and they love me. The day Quake comes out on the N64 is the day my social life ends. But until then, HII 
always have games like Machinehead to tide me over. 

Machinehead is the latest in a long line of P.0.V. vehicle shooters from UK developers Core (rememher Battle Corps and 
Thunderstrike) who could be considered as something of an expert in this genre. Correction. Make that: they OWN the genre. 
However, Machinehead is something of a departure from their usual combat/strategy/simulation approach. Despite having the 
control mechanics and inertia of a ground based vehicle, Machinehead is more Doom than Shell Shock, with the emphasis DEVELOPER - CORE 
placed firmly on close range action. Definitely a good thing, if you ask me. Machinehead's PUBLISHER - EIDOS 
plot and cinemas are actually pretty cool, іп a cheesy 
B-movie kinda way. You play FORMAT - CD 


PlayStation 


# OF PLAYERS - 1 

DIFFICULTY - INTERMEDIATE 

| AVAILABLE - NOVEMBER 

^ ПІЛІ BIKE OF DESTBUCT 
4 “Б FF р Eee қ 


the part of Dr. Kimberly Stride, a buxom 
scientist unwittingly chained to a mobile 
bomb (the Vorpal Blade) created to stop 
the spread of a deadly Nano-virus called 
the Machinehead. The only way the virus 
can be neutralized is to pilot the bomb 
across infected terrain and into the virus’ 
heart: the Machinehead Core. 
What that means in game terms is a 
16 level P.0.V. shooter with ultra- | KNIGHTMARE 
smooth, ultra-solid polygon graphics for | = 
ч both the environment and enemies (а ye 
la Quake on the PC), a brilliant hardcore techno/ambient soundtrack, amazing graphical effects, awesome weapons and night- 7 
marish enemies. Controlling the Vorpal Blade is tricky to begin with, but once you've found a button configuration you're 
happy with it becomes second nature. | particularly like the way you can use the D-pad to look in any direction and the but- 
tons to actually move, similar to mouse aiming on the PC. The weapons are all balanced and satisfying to use, while ene- Ф 
mies get bigger and badder the further you go into the game, ranging from robotic spiders to giant battle-mechs! 4 
The only real criticism | can make of Machinehead is that the visibility is very poor. Things fade in and out of sight very || { 


smoothly, but because this happens so close їо you it only generates the effect ої darkness. This is a clever way of 

getting around pop-up, but unfortunately it affects the entire look of the game, reducing the impact of the other- 

wise impressive graphics. | сап only wonder what an N64 Machinehead with a infinite horizon (a la Pilotwings) 
ould have looked like. How about it, Core? 

= Despite this flaw, Machinehead is a quality product. The vehicle control adds a new spin 

- on a well-worn genre, and while it's not as good as Doom or Powerslave, it's defi- 

— nitely a good buy for ‘corridor’ junkies like myself. K 


ехеп is the fantasy themed sequel to Doom that was а 
monster hit on the PC a year ago, and is now PlayStation 
bound. Setin the magically enhanced kingdom of Hexen, 
you play one of three different characters on a quest to defeat 
the evil Serpent Rider Korax. The game uses an enhanced ver- 
sion of the Doom graphics engine that allows you to look up and 
down, jump, ack on previously conquered levels or even 


(making for varied Dea 
battles) and the level 
been designed to actu 
like real environments. 


BROKEN- HELIX 


чле س‎ TS eae a 
£ Posar ZAMIADL Estar С 


roken Helix is a first per- | 
son shooter with adiffer-| 7 7777 
ence: this one's actually | 
got an interactive plot. You 
are bomb disposal expert Jake f 
| Burton sent into а secret 
= bunker in Area 51 to find and defuse two bombs. But that's 
just the сағым тоеп. The basic gameplay is sim- 
ilar to Doom but here you can actually see your character 
Screen. You can also interact with other characters to obtain 
information and forward the story. There's a lot of speech in 
the game, including a brilliant Schwarzenegger parody, but 
best of all, the main character is voiced by none other than 
BRUCE CAMPBELL of Evil Dead fame! Groovy! 


Bubsy 3D arrived nearly Purrfected just before the close of the issue. The game has come a 
long way since we last previewed it, and after just a few minutes of play we decided unani- 
mously to give it ample space in the January issue as well as coverage in MegaFan where [= 
e'll be able to show you all of this huge exploration 3D platform craziness. B3D still takes ZZ 
some getting used to in te hi 


BUBSY 3D and huge @hvironments £ 
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Every few years, a video game comes along that completely redefines the genre... 


ШЕ” 
iteractive 
E. А Апа completely риќѕ all others іп its category {о shame. This year, that дате is... 


USE YOUR MIND AND WIN A PRIZE! 
DISRUPTOR DOMINATION IS HERE! 


This PlayStation shooter is so real, it even comes with its own National Competition, complete with huge prizes. Just fill out the DISRUPTOR DOMI- 
NATION OFFICIAL ENTRY FORM and pass it to any Electronics Boutique sales representative. Four First Prize winners from the U.S. and Canada will 
be brought to Universal City, California (home of the spectacular Universal Studios Hollywood) for the ULTIMATE SHOWDOWN, where ONE GRAND 
PRIZE winner will emerge victorious. No small event, the DISRUPTOR DOMINATION COMPETITION will take place where all the action is, with hundreds 
of fans, free stuff, media coverage, video game industry VIPs and much more. You want to do more than win... 


YOU WANT TO DOMINATE. HERE’S YOUR CHANCE. 
THE AWESOME PRIZES ON OFFER. 


will be awarded. All expense-paid trip for two to Universal City, California to participate in the DISRUPTOR DOMINATION COMPETITION to be 

held at a location to be announced. Trip includes airfare, hotel accommodations and meals for two (if promotion winner is a minor, companion must be an adult legal 

guardian; proof of guardianship will be required). Each first prize winner will also receive one (1) PlayStation game console, one (1) DISRUPTOR game pak and a one 
(1) year subscription to GameFan Magazine. First Prize approximate retail value: $1520.00 


DISRUPTOR DOMINATION PACK with DISRUPTOR all-metal industrial-grade lunch box, T-shirt, poster and a one (1) year subscription to 
GameFan Magazine. Second Prize approximate retail value: $82.00 


DISRUPTOR T-shirt, poster and a one (1) year subscription to GameFan Magazine. Third Prize approximate retail value: $47.00 


AND THE GRAND PRIZE! 


One of the four first prize winners will receive a COMPLETE MULTIMEDIA ENTERTAINMENT CENTER with BIG SCREEN 
TELEVISION, VCR, SPEAKERS and STAND! Grand Prize approximate retail value: $4,500.00. 


DISRUPTOR DOMINATION CONTEST OFFICIAL ENTRY FORMI 
АСЕ 


МАМЕ 


ADDRESS . 
CITY ZIP 


DAYTIME TELEPHONE 
VIDEO GAME SYSTEMS OWNED 
HAVE YOU PLAYED DISRUPTOR: 


Send entry to: GAMEFAN magazine 
DISRUPTOR DOMINATION CONTEST: 5137 Clareton Drive Suite 210, Agoura Hills, CA 91301 


OFFICIAL RULES - DISRUPTOR DOMINATION - No purchase necessary. Promotion is open to U.S. legal residents Sponsors are not responsible for lost, late, incomplete, postage-due, misdirected or mutilated entries. By 
and residents of Canada only. Employees of MCA INC., Electronics Boutique, GameFan Magazine and their affil- entering the promotion, entrants agree to and release, discharge and hold harmless, all participating sponsors 
fates, subsidiarie es associates, advertising and promotional agencies and their immediate families are not including Universal Interactive Studios, Inc., MCA INC ctronics Boutiqu ‘i are, EBX, бап 


and promotional 


zine, The Gable Group and all affili subsidiaries. sales representa’ 


eligible. You may enter as many times as you like, but each entry must be mailed separately. 


То Enter: Visit your local Electronics Boutique, WaldenSoftware от EBX store or fill out the entry form agencies from any and all damages, including personal and property damage arising out of the acceptance, use, 
in the December issue of GameFan Magazine or in the DISRUPTOR game package. Entrants MUST úse ап misuse or possession of any prize received in this promotion. 
official entry form, photocopies will be disqualified. All entry forms must be completely filled out to be Winners: Prize winners will be notified by telephone. ze winners (or legal guardian if a minor) will be 
valid. All entries become property of Universal Interactive Studios and will not be acknowledged or required to execute an affidavit of eligibility/releas s of notification, 
returned. Ali taxes (federal, state and local, if any) will be the responsibility of the prize winners. Prizes Noncompliance will result in disqualification and an altern selected. Return of prize/prize noti- 
are awarded in the names of the contest winners, or in the name of the parent or guardian if the winner is fication as undeliverable or phone number as out of s ї n disqualification. Winner further 
a minor. Winners may not substitute or transfer prizes and no cash equivalent will be offered. All entries acknowledges that neither Universal Interactive Studios, Inc. or any of its jon sponsors are in any man- 


any warranty, ation or guarantee, expressed or implied, in fact or in law, relative to 
y but not limited to its quality, mechanical condition or fitness. 

be determined by the number of valid entries received prior to the closing date of the 
\ s. Promotion 


Electronics 


must be received by Universal Interactive Studios bv lanuary 31, 1997. А random drawing will be con- ner responsible for 
ducted on or about February 15, 1997 by Universal interactive Studios or its designee from completed any prize, includ 
entries which are at the location on the drawing date. The decisions of the entity conducting the random Odds of winr 
drawing final. All entrants, by filling out e 
and liken or advertising and promotional purpos 
ment, un 


ors permission to use their name promotion. Prize 


form, grant spons 


vith no additional compensation or acknowledg- 


prohibited by law, Offer void where prohibited, regulated or restricted by law. 


kids taken d sinister са 

° Alternate between the dwarves on the 
fly to unleash special moves or combine ` 
them for fast attacks in: "brawl mode" or 

“morph dwarf.” 

° Three Dirty Dwarves delivers non-sto head 

smashing action with a high- -enef 

track and a look all its QM 


ad Three p Dwarves™ for Sega Saturn™ and Windows® 95 


SEGAS@FT 


Appaloosa 


oads of character, interesting enemies and a completely 
distinctive graphic style.” 
NEXT GENERATION ONLINE 


AGES 13822 -- As Уи к. 


“Looks gorgeous and plays extremely well... even 
the loading screen is cool.” E" 
GAME FAN 


“Entirely worthwhile, challenging 
and constantly entertaining.” 
GAME INFORMER 
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W0 SAYS RR Ë 
TARE IT WITH У0/72 — 


MEGAFAN (BESIDES BEING: — | 
PORTABLE) 15 STUFFED WITH 
IN-DEPTH STRATEGY ON 


TODAY'S HOTTEST TITLES, f MA 208 

. ADVANCED TACTICS, AND S P S s MINTENDO 
ARCADE COVERAGE. NOT TO NO “шм. N YN 
MENTION TIMELY INTERVIEWS zA ` N 

WITH INDUSTRY MOVERS А p 


SHAKERS. IT'S LITTLE, IT'S THICK, AND Т7: 2 Ум 
AVAILABLE NOW! AN UNPRECEDENTED-VALUE ` 
FROM THE FOLKS WHO BRING YOU GAMEFAN! 


СБ Т YT EM E 
Yu emma ЛАК TUR АОВ Sa а yi on ea тыр аул) ERIS PS я 
- Not so many years ago, Sonic the Hedgehog, originally crea | 
— U top. Не started а roll 

_ 8 first mascot to give 


-hit sequels (some better than others), 
ga CD game, a 2nd-rate US cartoon, а 
phenomen panese anime, a cool coin-op, count- 
less merchandise, and a forgettable pinball game. 
Save it to say Sonic has become a part of 
Americana. The US Sonic has under- 
gone several cosmetic changes 
(straying from the Japanese original), 
and two mascots have been designed espe- 
cially for him in Sega's quest for Sonic gold. 
-He's made plenty of people plenty of money, 
but | was beginning to wonder... at what 
price? The US-made Sonic Extreme looked less 
than impressive at the las mers Day, and 
would soon be delayed for improvement, a wise 
choice on Sega’s part. That's when SOA let this cat 
out of the bag. Travellers Tale, some of Britain's 
most brilliant developers, makers of such phenomena 
as Mickey Mania, were simultaneously working 
on a Saturn version of the thought-to-be- 
‚ Genesis-only Sonic Blast 3D. 
® Now personally, if | were a Sega power, | 
à would have launched the system with Sonic 
rather then Pepperouchau, the forgotten 
" early Sega mascot. The engine used for 
Clockwork Knight, had it been made for 
Sonic, would have sold a lot more Saturns and 
launched the hardware as new hardware should 
"he; mascot in tow, as the N64 has. 5//64 
sold one to one. That's all І have to say 
about that. So the question is, against stiff š 
' competition, can Sonic repeat the magic of 87 and > ES 
bring the Saturn back into limelight as he did the | 
Genesis, or has Sega waited too long? Will Sonic Ü, $ 


n’s Achilles heel) be the true 32-bit Sonic, or will 
the masters at Travellers Tales, working closely with Yuji 
Naka, deliver the supreme Hedgehog romp? 


PREVIEW 


SEGA SATURN 


DEVELOPER- TRAVELLERS TALE 
PUBLISHER - SEGA 

FORMAT - CD 

# OF PLAYERS - 1 

DIFFICULTY INTERMEDIATE. 
AVAILABLE - NOVEMBER — 


Extreme, a US-developed 3D polygonal game (the A ; д E. Storm 


SEGA FINALLY ` 


The goal in Sonic 3D Blast is to collect 5 trapped furry friends from each area, 
f em, and progress to the next. Once you find their captors, ren- 
ered little, brightly- -colored beasts, this is an easy task. 
` Finding them is where the challenge lies. Waiting at 
1 the оше! of each of the 7 areas is 


— Since he was missing from our preview 
version. In the 16-bit game, Robotnik was 
represented well, and since this game seems 
identical. design-wise, ГІП sure the same will 


accompany his pri 
The level design in Blast for an isometric game, is 
quite good. Each area is built both high and wide 
and features an array of pesky obstacles and ene- 
№ mies as well as secret areas, such as the cannon "e 
| pictured here. Sonic has a new move to help him т DE 
* through each maze. By standing on a whirling fan > > 
j Sonic will spin like a top. From there уш can guide 


[d ng hazardous and the 
ken. This creates some formidable chal- | 
and adds diversity to an otherwise 
repetitious quest. There are 
platforms, tubes, 


p 
Sonic fare in here, too, witch 
cover in the forthcoming review, 
along with the music and 
CG cinemas, 
which 


=. 
==> also absent. 
ұлар ^^ Travellers Tale is 
АР а great job, working 
"with Yuji Naka to make B/ast 
ә 5227 "seream ‘ “Original Sonic," but seeing what 
Asi they've done in the past, | know that had they 
^ designed 1 Blast for the Saturn exclusively, it would have 
ally blown our minds. Sonic Blast is a very good isometric 
actioner, but with no polygons, | arallax, or 3D effects (except for the 
impressive Chaos Emerald rounds), will it be enough to quench a Sonic fan's 
30. bit thirst? Of course, our preview version is only 50%, but the simple fact that this 
ne ooo an for the Genesis, (although it teatis 32-bit a like 


bonus rou 


S | Ц 
aka Hedgehog adventure. Blast, | think, has the potential to һе Lt more 


2 1usic is along the lines of the import Sonic CD, Sega ist may have a it on their 
hands. If it does and the i su е to come.. . providing a Аш Nightmaren doesn't stand in the way. ES 


Vell AN2 fans, you сап” Treek 
breathe a sigh of relief. Карат wor o Vipers is nearly identical to the Lupi | 
version. The armor breaking is the same, the extra 0 tion i 


| “sponsorship. Without Pepsi, the Pepsi iik in Picky’ backg round as fhocame a Sega | 
- truck, the Pepsi logo on Picky's board has been returned to the ШШ Vipers logo (true 
to the i and worst of all, Pepsiman has been removed. 


acter, ‘but | kinda liked him. I mean, ihe Ñ 


re characters the Бене! ht? And surely t š 
л y around the legal problems. Maybe change the brand name. Lose the г 
"man or something. Also, we couldn't seem to find Candy's two alternati 
den characters straight ашау). “Perhaps they were a bit to risque for good 
Right, now that that’ s out of the way 1 can offer you my two dollars worth 
S awesome — as a conversion an а meine. The gr ics ama 
he fighters may not b i 1 
pensates for any visual 


ally, | think 
arcade, and 


I'm not bsesseH with 
andy... really, Рт not 
(heh, heh)... 


easier game than VF2 to just pick up End pla as the ‘huge range. ц moves and techniques. it nearly 
the same amount of depth. Plus the sharp, staccato nature of mos ihe characters’ moves gives the action’. 
а reall i phat no other 3D game has managed to captur $ 


әл) (рекет qct 


(| VF2 and Tekken 2 іп the 30 beat- 
fame. If you're a fan of the coin- ор, ‚ a fan of VF2, 
even just a fan 0Ї pening sames n general, you 

K 4 EN 


| Ш) š 


Ws the Saturn was dirst released everyone looked to Virtua Fighter and Daytona 


USA as an indication of the system's power. The best reason to own a Saturn was ` 
(and still is in my opinion) to play Sega's coin-ops at home, and these two games 
were Sega's highest-profile arcade conversions. But while VF exceeded everyone's expec- 
p/m. tations, Daytona was, well, somewhat lacking. 
iE Basically the graphics sucked. The frame rate was low, the game had massive borders and the 
pop-up was so bad it was laughable. Comparisons were made with Ridge | Racer on PlayStation 
and in aesthetic terms at least, Daytona lost pitifully. 
But Daytona had a lot of fans. As Sega developed the Saturn's graphics libraries thousands of 
TM requests flooded into Sega HQ demanding a Daytona Remix in the same style as VF Remix. And 
i Bu: ee who are Sega to argue with their fans? After AM2 finished Sega Rally, Sega put them to work on a 
= ‘top secret driving game’ that was a secret to absolutely nobody. Daytona USA CCE was born 
Daytona USA CCE is a Daytona lover's dream come true. Т 
mediate tracks (National Park Speedway and Desert City), seven 
(with varying attributes), new gameplay modes (endurance, time tri 
grand prix), new secrets (that'd be telling), analog control with the new 
NiGHTS pad (trust me, it's brilliant), a new soundtrack (good and bad) and 
most importantly — much better graphics. 
Yes; even in the early version we received it’s clear that Daytona CCE 


i сааса ST а-ы w CO usss 


а isa lot better Booking than its predecessor. The game now runs at thirty frames per sec- 
k ond, full screen (so no more borders) and in a higher resolution than even Sega Rally. 
` Unfortunately, it's not all good news. In the 65% complete version that we received the 
game still suffers from SEVERE pop-up, even worse than the original Daytona conver- 
sion! Sega has assured us that reducing this pop-up is their number one priority, but I 
really don't see how it's going to he possible. There's so much trackside 
detail, and at times you get up to 10 cars on screen at once. | suppose 
~ after all this time I should just have a little faith. 
Regardless of how bad the clipping is, Daytona CCE still plays like 
the Daytona | know and love, and with the new analog controller it's 
even better. Even in this 65% version there's no doubt that 
| Daytona CCE is the most realistic, exhilarating racing experience 
out there, and there's still 35% left to come. I'll be back with a 
full review soon. K 
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Just as I’m firing up my 
import version of 
Toshinden URA, wonder- 
ing if SOA will bring it f 
it gets dropped оп f 
our doorstep. Talk about | А a 
service! URA is the first game in the series designed 
specifically for the Sega Saturn. The game features new 
characters Ripper, who dawns Freddy Kreuger- 
like mitts, and Ronron, a Blue Seed-like | 
school bad girl (a wolf in sheep’s clothing, | 
assure you). The whole affair is brought to you 
in gleaming hi-res. and although the back- 
( е not as spectacular as 725, the 


themselves ` look 
TOSHINDE N URA 
ONE OR TWO P! AVERS, POLY GON FIGHTER, 
DEVELOPED BY TAKARA. PUBLISHED BY 
о: AND AVAILABLE DFC "Ie 


and less break up. We'll have 
a full report on Toshinden 
URA in the January issue. 


MR. BONES 
ONE PLAYER, ACTION/PLATFORM(?), 
DEVELOPED BY ZONO, PUBLISHED By 
SEGA, AND AVAILABLE NOV. 796 


This is, without a doubt, one of the weirdest, 
most innovative games | have ever experienced. 
Just when you think it’s an action/platformer, 
— M you come across a stage where you 

SNES] ‘have to play an electric guitar, res- 
cue Lilliputian dwarves from spi- 
ders, swim through a CD-streamed 
| underwater tunnel or fly through a swirling 
Tempest 2000-style vortex. Segasoft has put a 
lot of effort into Mr. Bones and it shows. It 
makes the best use of pre-rendered graphics 
_ yet seen on any system, and features some of 
_ the best FMV cut scenes l've ever seen on the 
Saturn. It's so big it comes on two discs! Look 
for a full review next month. 


HEXEN 
ONE PLAYER, CORRIDOR SHOOTER, 
DEVELOPED By PROBE, PUBLISHED By GT 
INTERACTIVE, AND AVAILABLE DEC. 796 


‚ The pseudo-sequel to Doom is on its way to the Saturn 
courtesy of Probe, and it’s looking mighty tasty. Hexen 
15 a first-person perspective shooter in the style of 
Doom, but with some notable differ- 
. ences. First, you get the choice of three 
different characters: a warrior, a cleric or 
magic user, each with their own 
weapons and physical attributes. Second, the level 
| structure is based around a non-linear Hub system, 
`, where each episode has a central hub level which 
„leads off to a number of sub levels. Third, you can do 
all kinds of neat stuff you couldn't do in Doom like | . 
jump, store items, and best of all, look up and down. | - 
The game will be compatible with the Saturn link- -up 


. cable, and is currently running at a higher frame га 
- than the PlayStation version. Now that'sa switch! 


0$Е ЕВОМ 16 DIFFERENT 
EMOLITION VEHICLES!! 


_ wouldn't be so bad in itself, but 
|; there's one other unpleasant side 
effect to this malfunction: the 
impact-sensitive nuclear warhead 
has been activated! Even the slight- 
est jolt will set it off, and if that 
happens, you can say goodbye to 
everything and everyone in a ten 
mile radius. Uh oh. 

The only way the military 
can salvage this situation is 
to make sure that the missile 
carrier gets a clear path, no 
matter where it travels. 
| Thats where you come in. 
' You play the part of a crack 
demolition agent working 
within the Blast Corps, an 
` expert trained to drive every 
known form of demolition 


bright trail through the | ® 
videogame industry right | \ 
now, and regardless of whether or | 
not that trail is entirely justified, 
it cannot be ignored. Qualitative | | 
judgments aside (I turned up too || 
late to voice my opinion), there's 
no denying that both Mario64 and | EX 
Pilotwings are unlike anything |” 
available on any other console at |; 
the moment (though clones are Ч 
sure to follow). And that’s a tra- ' - : = | 
dition that looks set to continue with Rare' second i 
foray into 64-bit development: the original Blast Corps. 
In the not-too-distant future the military uses hi-tech, | 
computer-automated carrier trucks to safely transport | 
nuclear weapons from one location to another. After a. 
freak accident, the computer guidance system of one of | 
these missile carriers malfunctions and the vehicle heads | 
off its predetermined course into a populated area. That 


57 DESTRUCTION-PACKED STAGES!! 


I he N64 seems to be blazing a >. : 


\ # 
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ТІМЕ IS RUNNING 00Т!! 


B ad 

vehicle. It's your job 
to clear away any Ü 
buildings or obstacles | ` 
that get in the truck's 
path, using whatever | 
means necessary! [es 

Those 'means' take | 

the form of 16 differ- 
ent demolition vehi- | 
cles ranging from bull- ; 
dozers to giant mechs. | 
This variety of trans- | 

port available is one of the coolest aspects of the 
game, as every level features between two and six dif- 
ferent types of vehicles hidden away in the landscape. 
When you find another vehicle, you can swap between 
them simply by climbing out of your present vehicle 
and hopping in the driver's seat of the new one. Each 
vehicle uses a different technique for destroying 
obstacles, from the obvious to the not-so-obvious. For 
instance, while the bulldozer will simply plow right 
through buildings, the truck has to slide into them, 
and the mech has to curl up into a ball and roll through 
them. Other vehicles we've seen include tugboats, 


STEER A PATH THRO 
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UGH BUILDINGS OR PEOPLE WILL DIE!!! 
= = police cars and trains! 

x Blast Corps offers over 57 fully 3D levels set in a myriad of 

44 | different locations, all with their own natural hazards and prob- 

& - lems. As you travel around the landscape the buildings lying in 

: the missile carrier's immediate path are highlighted by pulsat- 

-| ing arrows, and if the carrier gets too close you'll be alerted by 
a high-pitched siren. When this happens it's best to switch 
to the top-down satellite view of the action to get a bet- 
ter sense of the area, allowing 
you to plot a direct course to the 
trouble spot. 

The 57 levels are split into 
three stages, and within each 
stage you have total freedom to 
travel between any of the levels. 
On top of the building destruc- 
tion each stage also has its own 
set of specific objectives that 
have to be completed before you 
can move on. For instance, on 
the first stage you have to find and rescue six scien- 
tists located at various points around the levels. 

Clearing a path for the missile carrier isn't always 
as easy as just destroying buildings. Later on in the 
game уоште forced to find ways to bridge rivers and 
ravines, or to transport a crate of TNT across the level | 
to demolish a particularly tough obstacle. And no , 
matter how powerful the Blast Corps vehicles may be, 
trees are always indestructible! To please the envi- 
ronmental lobbyists no doubt. 

Manage to protect the missile carrier through an ү 
entire level and you are awarded with a medal for | 
completing the task. However, you're free to re-enter Al 
the levels whenever you want to rack up bonus points _ 
by destroying non-essential buildings (represented by 
the dollar value of damage done!) or by activating the _ 
100 Radiation Dispersal Units dotted around the land- | 
scape. As you earn medals and points, your ranking in 
the Blast Corps increases. T 

Blast Corps looks HOT! You won't believe the qual- К 
ity of the graphics, and if the gameplay is of a simi- 
lar caliber we could well be looking at another essen- 
tial N64 purchase. WaveRace may not have been all I 
had hoped it would (i.e.; not a Super Mario Kart-beat- 
er) but this next wave of N64 software looks set to 
wash away any doubts I ever had about the power of 
the big N. Bring it on, Rare. К 
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THE DINOSAUR HUNTER I$ BACK AGAIN! EVEN MORE CARNAGE! 
NEW SPECIES, REVEAL THEMSELVES! 


OME s be 


ХА i : ТАЛДАН = 2227 
RIP К... б 
AMBLETON JLINGLE DIARY - LA$T KNOWN ENTRY: 
“$OFT FOOTFALLS WERE HEARD IN THE DISTANCE OVER 
THE HLIM OF MY ROTARY CANNON. | VEN- 
TURED FORWARD THROLIGH THE DENSE FOLIAGE, 
CUTTING MY WAY TO AN OPEN AREA WHERE | SPIED 
A LONE HUMAN DRESSED IN CAMO-PANTALOONS AND 
ARMED WITH A RIFLE. PASSING THE ANCIENT INCA 
STATUE, | BROKE INTO А FLILL-TILT SPRINT, LINLOAD- 
ING TEN ROLINDS INTO THE GROLIND IN FRONT OF 
HIM. HE LOOKED STARTLED, AND 
AS I BROUGHT MY SPRINT TO A 
FALTERING HALT, HE TURNED Š 


ъъ 


AND RAN AWAY INTO THE FOG. 
HE DIDN'T GET VERY FAR; I LET 
RIP WITH THE FLILL FORCE OF MY 


> >” 
GRENADE LALINCHER AND THE › N 4 | 
HAPLESS SOLDIER DODGED THE 0 | М < 
FIRST $HOT, ВИТ WA$ CALIGHT | N 
WITH THE SECOND GRENADE | қ b. 
AND WAS BLOWN TWENTY FEET INTO | N à 
THE AIR. LANDING WITH A BLOODY | N ` 
THUD, | QUICKLY SWITCHED TO МУ 


MISSILE LAUNCHER AND BLEW THE 


CORPSE INTO SMALL TWITCHING | шеш е | | | | | ГІ | W | ` 

CHUNKS. WIPING THE BLOOD FROM DINOSAUR HUNTER . 
MY FACE, 1 CONTINUED MY GORE- : : қ : к= 
FILLED KILLING $PREE... ROLINDING 


THE CORNER, I WAS SLIRPRISED 


ON M ЖЕЛ. Li 25 
ТО DISCOVER THREE RAPTORS jA i th д 7 ERD % FROM МУ BACKPACK, I EMITTED А PIERCING 
FEASTING ON THE REMAINS OF е j nr 3 SHRIEK AND CHARGED FORWARD. TIME FOR 
A HUMAN. WITH NOWHERE - А | GUNNER HAMBLETON ТО GO ONE-ON-ONE WITH 


и PU m : “N THESE CRITTERS JUST ONE FINAL TIME...!” 
Мы суын ы y jt i a 5] THIS IS JUST A SMALL TASTE OF THE 64-ВІТ LOVING 
ING TOO HEALTHY. PULLING JOY YOLI CONSTANTLY EXPERIENCE THROLIGHOLIT 
SHE. БОУДЕ ЕНЕР YOUR ENCOLINTER WITH THE DENIZENS OF ТИВОК: 
DINOSAUR HUNTER? SET ТО BE IGUANAS FINEST 
' I HOUR. REMEMBER MANY MOONS AGO WHEN YOU 
GAPED AT THE FIRST $ET OF TLIROK $HOT$? WELL 
PROGRESS HAS CONTINLED АТ А FEVERED RATE 
EVER SINCE, AND NOW GAMEFAN FEELS THE TIME I$ 
RIGHT TO REVEAL SOME OF THE MORE SPECTACULAR ` 
PREHISTORIC BEASTS. AMAZING AS THESE SHOTS | 
ARE, NOTHING WILL PREPARE YOLI FOR THESE 
2: CRITTERS MOVING АТ А SLIPER-SMOOTH 
„ Š зо Ере PREPARE YOURSELVES, 
NINTENDO 64 OWNERS; DINO-HLINTING ` 
HAS NEVER BEEN AS SPECTACLILAR AS 
THIS! THOSE UNFAMILIAR WITH PREVI- 
OWS TUROK UPDATES (BEEN LIVING 
UNDER A ROCK?) SHOLILD KNOW HOW 
FANATICALLY EXCITED I AM ABOUT THIS 
QUAKE-STYLE EXPLORATION RELEASE, 
AND NOW THERE’S EVEN MORE TO 
A— е FROTH ABOLIT; LOOK AT THE STATE OF 
E O RAP MAE = ALL THESE NEW ENEMIES!!! 


FROM DINO-HUNTER TO BUG HUNTER! TUROK I$ $OLID ROCK! 


SECTS ATTACK FROM BELOW? 


м 


ТИВОК TRAVEL$ THE KINGDOM $EARCHING FOR NEW VICTIMS! 


THOSE WHO THOLIGHT ALL 
YOUR TUROKKING WAS - 
GOING TO TAKE PLACE IN THE | ғ 
FOGGY JUNGLES ARE IN FOR | م‎ 

at 


A PLEASANT SURPRISE; HOW 
DOES A SEWER EXPLORATION 
SOLIND? OR PERHAPS YOLI'D 
LIKE TO CLIMB A MASSIVE 
MOUNTAIN SET ІМ A HUGE 
DESERT LEVEL? LATER ON, 
УОП CAN TRY YOUR HAND AT 
MEDIEVAL FORTRESS EXPLO- 
RATION, ВИТ l'LL SAVE THAT 
EXCITEMENT FOR 
A FUTURE ISSUE. 
WHAT I CAN 
DETAIL ARE THE 
GOBSMACKINGLY 


Š 
š 


MA 


AWESOME NEW 
MONSTERS AND 
IMPROVEMENTS 


OVER PREVIOUS 
VERSIONS. 
YOU'VE ALL SEEN 
THAT MECHANI- 
CAL ROBOT WITH 
A MINI-GLIN AND 
A GRENADE LALINCHER? WELL 
NOW HIS CHROME BODYWORK I$ $O 
SHINY THAT УОП CAN ACTLIALLY SEE 
A REFLECTION OF YOLIRSELF WHEN 
UP CLOSE (YES, REALLY)! THE 
ACTUAL COMBAT BETWEEN TLIROK 
AND THIS ROBOT 15 
AMAZING, AND 
IGUANA HAS EVEN 
ADDED REALLY COOL 
NEW FEATURES LIKE 
SMALL PALM TREES 
THAT CREAK AND COL- 
LAPSE WHEN YOU MI$- 
TAKENLY $HOOT THEM! 
EVERYTHING FROM THE 
TEXTURE-MAPPED 
RAPTORS TO THE 
WEAPONS YOLI COLLECT 
I$ $O DETAILED AND НІ- WE 
RES THAT YOLI'D SWEAR УОП WERE PLAYING А % 
REAL-TIME FMV VIDEO... M 
LATER INTO YOUR WADE THROUGH THE % 
LANDS OF TUROK, YOU ENCOLINTER A GROLIP № 
OF TRICERATOPS COMPLETE WITH RIDERS, НИСЕ Š 


ЧУРУУР уре u УС. 


COTA LEELA 


ROOM ТУ THIN T 


LILLE 


WORMS THAT ARCH OLIT OF THE GROLIND WITH 
A THLINDEROLIS ROAR 
(DUNE, ANYONE?) . 
PTERODACTYLS WITH | 
HUMAN RIDERS THAT 
SWOOP OUT OF THE 
SKY AND A WHOLE Ñ 


NEW SET OF NATIVE Š Û EFFECTS AND YET MORE FOES KNOWS, 
GUARDS (ARMED WITH S `| WE MIGHT EVEN BE ABLE TO SHOW УОП THE 
SPEARS, AXES AND x % LEGENDARY MECHANICAL T-REX)! MAKE МО 
WADING THROLIGH È е MISTAKE; TUROK: DINOSAUR HUNTER 15 
Е УЮЛ» GOING ТО BE THE NEW $TAN- 
AWESOME TRANSLU- % 4 I00 ғ ёш) By = | 
CENT WATER). MOST © EVE ERIS Bo ii дан š DARD AGAINST bow ê, 
SPECTACULAR 15 THE ~~ С» i * See 2 
JOLIRNEY THROLIGH THE Е x: š $HALL BE MESURE THIS 15 
CLOLIDS TO А $КУ-НИТ WHERE УОП R ñ d M GOING TO BE HUGE! N 
MEET A BRACHIOSALIRUS. YEAH, ONE š S YOU'LL EXCLISE ME, IVE 
OF THEM 100-FEET LONG PLANT- *- Š AN ITCHY TRIGGER FING 
EATERS LIKE IN JURASSIC PARK. 5 š AND A FOREST FULL OF 
EXCEPT THIS ONE’S LIABLE TO BITE Rm “2 < RAPTORS ТО CULL.. % 
YOUR HEAD OFF. ‘IMPRESSIVE’ ISN'T S 430" gian? “тш; p : 
THE WORD. GODLY’ PROBABLY E "EFTREFERVITE ГР zr v 


COMES CLOSE. 


o 


‘ALIEN 


КҮУУ ТУУДА 


3 LOPE STRANGE NEW Ү ENVIRONMENTS! 


THIS VAST ARRAY OF CREA- 
2! TURES DOESN'T STOP HERE. HOW 
êj ABOUT A MUTATED CRAB CREA- 
TURE DURING YOLIR SEWER 
EXPLORATION? OR PERHAPS 
SS! you'D RATHER CHALLENGE А 
- TRIO OF KOMODO DRAGONS 
(SPINY AND NON-SPINY VER- 
SIONS) TO A BRAWL? ONCE INSIDE 
ONE OF THE MANY CAVE SYSTEMS, 
THERE’S EVEN А TRIBE OF 
BARBARIANS THAT TAKE AN 
ACTIVE DISLIKE OF YOUR 
WEAPONRY. SHOW “M THE 
TRUE MEANING OF THE WORD 
"PAIN! THERES EVEN А HUGE 
(AND FRANKLY GROSS) MANTIS 
| © SPIDER THAT NOT ONLY SHOOTS 
7" GREEN GOO AT УОП, ВИТ THEN 
CLUINNINGLY S¢LITTLES LIP THE 
WALLS ONCE УОП LAY INTO HIM! 
ADD TO THIS SOME BREATHTAKING LIGHTNING 
EFFECTS (IN THE SKY), FANTASTIC INCA STATLIES, 
STONE СОМІММ5 AND ROPE BRIDGES OVER НИСЕ 
GAPING <НА5М5, AND YOLI'RE JUST STARTING TO 
GRASP THE EPIC NATURE OF THIS GAME... 
BE SURE TO TUNE IN _ 
NEXT TIME WHERE WE'LL | 


CESIL 227УУУУУУ w 


$5 GO COMPLETELY OVER- 
— =S BOARD AND SHOW YOU L 

S THE GORIEST CLOSE-LIPS 
OF MONSTERS THRASH- | 

ING ON THE GROLIND, 
MORE COOL LIGHTING ® 
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VAREATURES FROM SPACE! 


A enon: ANOTHER WORLD THREATEN! 1 
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he Donkey Kong saga is set to expand once mo 
all new addition to the Kong family. Donkey Ko 
the third installment (doh!) in the ongoing Kong nd it's shaping up to be the best: 
yet. In a time when hot 16 bit titles are supposed to be dy breed, Rare come out of their 
corner fighting with this 32-Megabit (and battery-back up) monster cart that could well blur 
the gap between 16 and 32 bit even further. j 

1 the original DKC, Donkey and Diddy Kong were out 
from'évil Kremling тше Krool. In DKC2, Diddy and Dixie 


eclaim their stolen banana horde. 
ong ht to re 


hb 


out to rescue a kidnapped Donkey AND Diddy Kong. I think I see 
a pattern developing here... 4% : g 
. The basic platform structure from DKC remains the same, but with a host of few +, = % x 
additional features. Where do I start? 1 know: the characters. Kiddy Kong is the newest | 
member of the Kong family, so new in fact that he B 


a 
49 

j Qa The helpful Kong family make a welcome return, this time aided by some new jungle 
j inhabitants. Funky’s got a summer job repairing water craft, and if you 


npa !ЁМ, loo? can find the parts he needs, he'll reward you with a new means of trans- 


оуег Ко 
lems.yo 


helpers along the way, including Ellie the Elephant: 
With this many new allies, it's only fitting that there 
should be an equal number of new adversaries for the 
Kongs to face on their travels. And Rare hasn't let us 
down. Under the rule of the new Kremling leader KAOS 


in format from previous DKC gam 
was always the same (bounce ot | 
special way of hitting each bos 
screen snowball fight! š E] š 
- Rare claims that there are over 100, hours of gameplay packed into 
DKC3's 32 megs, along with even more of the remarkable ACM rendered 
animation that you've come | KC. We'll have more on this: 
hot title next month, but 


'unüil-then, keep your SNES ` 


warm. 16-bit is;a,long way: 


^ 


VE KIDS HA! TAKARA’S СОТ? 
DEFORMED GAME THAT'S А 


` NEW! 


EOD ЧЙ 


It's a new tradition in gaming... especially in 
Japan. Take a popular series, be it anime or 
game, squísh the characters, and presto!, 
you've got a new sensation! If it was only 
that easy. It's always worked with 
Super Deformers (smashed little 
Gundams) because they've always B 
been that way and it sort of 
(well, not really) worked with 
VF Kids, Sega’s stand alone 
super deformed fighter. And 
don't forget, Namco added 
SD cars to Ridge Racer; 
Takara, big head mode to 
Toshinden; and there's a 
way to squash the play- 
ers in Fighting Vipers 
as well. So you see 


“те trend. One simi- 
QUEM (17у however, runs 
y]. ‘through all of those 
titles: besides being 
pint-sized, they're 
| all the same game 


| otherwise... not so 
| exciting. When I first 


74 же x gin an import PS mag, I 
i — m o — (іс есі ít would follow 


along those same lines so even as GF's lone 


ríal struck me as extremely well produced and makes me 


"wonder why more fighters don't have live actors spewing 4 pA 
forth combos and the like. From к 
here it's on to vs., tournament, or | 


B vs. CPU gameplay, just like the 
15695 — 
LIII Е = — s 


when viewing the дате spectacular visu- 
als is that everything is super rubbery. i 
Tracy especially bends and stretches with 
the utmost exaggeration. Think Motor Toon 
fighters. Of course the vivid texture map- 
ping, smooth 30fps frame rate and light 
sourcing from the wizards at Takara ain't 
too shabby either. In fact Ni 
Toshinden has better visuals than 


all previous games in the series except for Toshinden 2-PS, the 
king of the series. The control scheme in Ni is simple yet highly 
effective and combo friendly. Remember the cheap L&R moves 
from 1&2? Well, in Ni, every move is performed this way. That’s 
right... one button. It works though. By combining button 
presses using the correct timing, the game has ample strategy 
and is just as competitive as any other fighter. This cruise control 
doesn’t make the game any easier but I got a certain satisfaction 
from not having to spin the directionals for a change. 

Now let’s talk a little about these characters. I’m sure you 


soe = 793 Ec 
бе жер 
£L Tm DOM 


either love 'em, or hate 'em. There's never been an їп between when it comes 
to SD characters. I happen to love ’em, especially these ones. These are not 
merely small versions of the Toshinden cast but completely new, 
re-worked versions of the same. Alongside the Toshinden cast are 
famous characters from Takara’s action toy line, an assortment 
of little warriors that range from the too cute to downright evil 
and twisted. Some of them rival the original cast members 
~ missing from this game, like the useless Rungo. Who knows, 
maybe we'll see Baifu in Toshinden 3. Any kid with that many 
tattoos deserves another shot! One thing’s for sure, you haven't 
- %, lived until you've seen Sofia’s tiny body fitted with gargantuan, 
— shall we say... augmented polygons. 


БАР 


Having trouble with those combos? 
Ni-Toshinden’s lively training engine will 
explain this entirely new games ins and outs. 
It’s in Japanese so watch those (tiny) hands. 
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The next great PS fighting game has arrived... in Japan. 


Dust 


Taito’s Psychic Force is a force indeed. It's high time some- 

body did something different... that works! PS's unique 3 

dimensional floating environments coupled with great game- 

play and awesome special attacks make for the freshest fight- 

ег Гуе played all year. Not only is the in-game art very good 
0 


(‘cept for the most minute break up during win 
۹ اا‎ but : y 
e 


~ |Developedzamnd published^by-Taito Available 
7 пом іп JapanciBlayStation Preview:sEssStorm 
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anime style intro ís one of th 
best ever conceived. 

To top it all off, Zuntata's on 
board with one of their best 
soundtracks ever. We'll have 
lots more on thís great new 
fighter from Taíto, along with 
US release date information, 

next month. 


PUSH ART зана впнта 
аотото [gy gt, awama cs duras 
| @ 


™ 
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Quite possibly Ocean's best game ever, Tunnel B1 (The import version shown here is títled Finalist) is an exercise in 
strategic shooting and light source shading. The difficulty level’s turned on high but once you grow accustomed to the 
action, B1 is non-stop mayhem and visual euphoria. We'll review the US version in the January GameFan. 
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And 
not just ф 5% 
pharmaceuticals! 
Policenauts’ 8 billion pages 
of text cover such diverse 
4 topics as organ transplants, 
This 3 plant diseases, the history 
CD Saturn of chopsticks in spacey lie e 
version of importance of calcium in ап astronaut’s diet 


Policenauts is the bone marrow types, the chemical composition of # 
absolute final version of » moon rocks, and the devastating economic effects 
Policenauts; а great game that's ` of handbag counterfeiting. This version even has 


released on Japanese PCs. 


Well, that's where you're wron 
- world isa terful achievement; 
$0 їн йе бегайей, well tho 
| nality it puts Hollywood's bes 
Full of heavy voice and 


“Only One planned for an American 
release, an event sure to һе 
celebrated by Saturn owners | 
who are looking for something 

a little more substantial in their “= quality animation, 
currently arcade-heavy diet. “= Policenauts is now 
Substance is something that ИИИ more of ап interac- 
Policenauts has plenty of: It's EE na live movie than a 
one of those rare games where, as the credits digital comic, and a game that com- 
roll, you find yourself thinking, “Wow, not pletely redefines the concept of its 
w only did I thoroughly enjoy this game, but | genre. Rememher five or so years 
also learned a lot about ago, when the idea of inter- 

the pharmaceu- active movies оп 

А tical indus- CD-ROM was 


Newsweek 


nly gotten better in the three years — an on-line encyclopedia of the game's four-hundred-and-some technical 

since it was first | = : Ez terms and acronyms only one button tap away. How "bout 
= _ that? Sounds dreadfully boring, doesn't it? 

g, padre. 

nea 


SEGA SATUISN 


cover material, and the talk of the industry? Unfortunately, Hollywood'stake ing scenes a bit more challenging, but a lot more 
on the genre's possibilities was not quite to mine (or anyone’s) liking... Just fun. And in addition to all that, there are a few DEVELOPER - KONAMI 
hearing the words “interactive film” makes me think of fat Hollywood ven- new news clips, a few new CD's on Kenzo Hojo's 

ture capitalists screaming, “1 know! We'll get Kirk Cameron! In a sorority rack, and even a few new “flicking” scenes (if PUBLISHER - KONAMI 


house! Full of vampires!” you've played Policenauts before, you know | 
Luckily, level heads prevailed elsewhere, and among them was Konami’s what! mean. And if you haven't, you probably FORMAT - 3 008 
Hideo Kojima. His team began crafting brilliantly innovative sci-fi worlds don’t want to know). Still, if you have the # QF PLAYERS - 1 
that use the power of CD to make 15 hour quests zz PlayStation one, | would- 7 ; 
capable of delivering settings 50 innovative and n't rush out and buy this DIFFICULTY - INTERMEDIATE 
believable that they're capable of compelling basi- one, unless you really 
cally.normal, non-Trekkie types like Nick Rox, Orion want the nice, 30-page AVAILABLE - NOW JAPAN _ 
and myself to spend our lunch breaks discussing hardbound art book it 5 Y 
things like, say, Wyroid-S, the disease that deci- || comes with. 
mated all of the poppies on orbiting satellite Beyond There’s still no word 
Coast in the year 2035. Ah, Mr. Kojima does love on the exact release date 
his diseases, doesn't he? Ро//сепаџіѕ is а of the American version, 
hypochondriac’s Candy Land, with full details оп a but you canm bet we'll be 
»"dozen or*so diseases and medical conditions that = зене back with а full review ої 
don't even exist yet. - Konami’s translation as-soon as we get it. > 
Of course, some will be turned off by Policenauts heavy use of technical Until then, you might want to start 
terminology, and emphasis on text over action — for every 5 minutes of studying up on white blood cell 
shooting action there's about 2 hours of visiting hospitals, examining peo- abnormalities... You never 
ple's handbags and questioning secretaries, but the storyline is so involving know when it might 
| doubt many older gamers will mind, or even notice. Though the story does соте in handy. 
have a few plot holes, the shocking twists and turns and an excess of mem- T 
orable scenes more than make up for it. The bottom line is that Policenauts 
is a game like no other; a richly detailed sci-fi world with a complicated, 
fast-paced storyline that will keep you playing till the wee hours of morning. 
The Saturn version of Policenauts has a few refinements that weren't pre- 
sent in the PlayStation version. In addition to the aforementioned on- 
line encyclopedia, there's а new movie trailer-like intro, a few 
new scenes (nothing major), one or two new brief intermis- 
sions, and a handful of small graphical upgrades sprin- 
kled throughout the action scenes. The video qual- 
ity isn't as good as the PlayStation's, hut it is 
at 24fps this time (compared to 15 in the 
PlayStation), if that makes any dif- 
ference (and it really doesn’t). ЕЕ 
Its also compatible with | 
the Virtua Cop gun, ап 
option that 
makes the 


akura Taisen (Sakura 
Wars) may not look like 
much to American eyes, 
but this adventure/strategy 
title is likely to be the best- 
selling non-arcade transla- 
tion of the Japanese Saturn's 
Aj two-year reign. Even though 
A it’s a totally original game — 
7 j not a sequel, not based on 
a anything - it’s had the 
remarkable honor of hitting 
the #2 spot in a number of ' 
Japanese most-wanted lists (beaten only by Final Fantasy УП). й жағ 
So, what's the big deal? А lot of Ше һуре was because of the is 16% А [iN 
staff, an A-list cast of the industry's most respected designers, B "WE C 
including Oh My Goddess! character designer Kousuke Fujishima FS: 
and Tengai Makyo series writer Hiroi Ohji. : 
The other part is simply the appeal of the concept to € 
Japanese audiences: Sakura Wars mixes the high school 
ир , dating thrills of such *puppy 
ove simulations" as Japan's 
. 1995 Game of the Year (no joke) "4 
„ Tokimeki Memorial, with the N 
- hardcore, CG-rendered military 
- strategy of Square’s Front Mission. 
Like that old Reese's Peanut Butter y 
Cups commercial, “You got choco- 4 
late in my peanut butter," except 
that it's “You got military strategy | 
in my dating simulator!" And Рт A 
ot even kidding. /f 
Here's the story: you're / 
Ichiro Ogami, a serious, C 
straight-laced naval ensign іп ` 
7 1920s Japan. One day, Ichiro || 
. gets a mysterious transfer to the | 
еше *Kagekidan" branch of the 
army, an honor he was thrilled 
to receive. But when he 
arrives, he finds his assignment 
is just to be some sort of usher 
at the Imperial Opera house, 
and all of his co-workers are the 
opera's attractive, young, all-female 
cast. Poor Ichiro only wanted to pro- 
tect his country, not stamp tickets for 
Cinderella, and is horribly depressed 
until he learns the truth: The opera 
house is just a cover for Japan's 
top secret military unit that uses 
experimental, steam-powered (it is 
the '20s, remember) mechs! It's your 


ng 


EN 
^ w чї 
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job to lead these mechs, piloted 
by the opera's cute young cast, 
into battle against a black- Ҹә 2 
_magie-wielding army of demons ez ТҰҚ 
who want to overthrow the gov- Һ ЖТ 
ernment. DEVELOPER - RED % 

When you're not playing the FI ТІРЕ! \ 


beautiful, well-designed military 


| strategy parts, you're wandering FORMAT - 2 GDS 16 
the halls of the opera house, solv- ГГТ Т] 


ing inter-cast conflicts and flirt- 


ing with your favorite characters. E | 

Whenever you're in a tough situa- | MIT 
tion or are asked a sudden ques- E < ГЇ 
tion by another character, you " 


have only a few seconds to 
choose the answer (much like in 

= real life), and one of two sound 
effects will tell you whether or not your answer scored points 

| in the questioner’s eyes. The six female leads are ranked in [3 Takuhi 
order of how much they like you (via these conversation 7 
scenes), and the опе who you һауе the most points with at the end falls in love 
with you forever. Awww. : 

The game is broken up into episodes, each of which has ап anime-style pre- | 
view, a separate plot, and a varying number of strategy and “adventure” в 
scenes. There’s plenty of animation in the game’s two discs, and the qual- , 
ity is astounding - although it is letterboxed, the Cinepak is absolutely Пе 
best ever on the Saturn, especially in the intro. Actually, every aspect of / 
the game (except for maybe the repetitive soundtrack) is fantastic, with ` 
great storylines, tons of cool U 
little bonus games, great 
=< character artwork, etc. 

Unfortunately, I can't really 

3 recommend Sakura Wars as 
an import, unless you're flu- 
ent in Japanese. The conver- 
sation scenes are literally 
half the game, and without 
the ability to understand the 

á many important decisions in 
this part, the game wouldn't 
be much fun. An American 
translation? Although it 

. sounds ridiculous, I know of 
at least one company who's 
thinking about it... I wouldn't 
hold my breath, but Pd be 
fascinated to see how some- 
thing so off the wall and 
inherently Japanese could do 
here... Hey, I scoffed at first 
too, but now Pm hooked. You 
never know... T 
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AVAILABLE - NOW JAPAN — us), is tha 


. MN ы 
like а hundred other Ridge Насег 
‹ es are here: three courses (short, medium 
long), a c 0 al transmission, hidden cars (including Racer 
different viewpoints, ritatir mmentary - everything you've come to xpe t fr 
ҮР! ind in the tradition of Fung Road, entire sé ji 


hics are good - not quite in the same league as Namco's classic — 
d detailed, with. а convincing sense of solidity. The sound is als 
average, with authentic tunes and effects lifted directly from the show. Unfortt 
vehicle handling is a bit of a let down. None of the cars have the abili ( 
resulting іп unrealistically sharp cornering. You d ) get used to i 
exhilaration of sliding horizontally around а tight corner in Ridge Racer. ` : 
Go Go Go does have two major things. going for it. First, the исе о the. 
Mach 5 (the main car) retains its A-G gadget panel from th show. 
ladgets сап be used іп a different fash Ir: p 
5 mally by.allowing pa 
many shortcuts. А 
different routes ai 


LPDEIFYUN 


medium track, fo 
gas. ‘station, jump 
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ossibility, given the show's 
arth checking out. K 
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THE DONKEY KONGsGOUNTRY z (iaf 
DI KLE, KONG DOUBLE TROUBLE” 


DONKEY KONG COUN 


e 3 GRAND PRIZE WINNERS WILL RECEIVE: 
A SUPER NINTENDO ENTERTAINMENT SYSTEM? WITH Жы 
DONKEY KONG COUNTRY 3: DIXIE KONG'S DOUBLE TROUBLE, _ 
DONKEY KONG COUNTRY'" AND DONKEY KONG COUNTRY 2: . 
DIDDY'S KONG QUEST™ GAME PAKS, AND A ONE YEAR SUB- | 
SCRIPTION TO GAIVIEFAN! (approx. RETAIL VALUE - $320] 2 


e 10 FIRST PRIZE WINNERS WILL RECEIVE: DONKEY KONG 
COUNTRY 3: DIXIE KONG'S DOUBLE TROUBLE GAME PAK AND A 
ONE YEAR SUBSCRIPTION TO GAMEFAN. (Approx. RETAIL VALUE - $90) 


e 20 SECOND PRIZE WINNERS WILL RECEIVE A ONE YEAR 272 > ЕЕ. 
SUBSCRIPTION TO GAMIEFANI. (approx. RETAIL VALUE - 525) ; E 


TO ENTER THE DKC 3 SWEEPSTAKES SIMPLY PRINT 
YOUR NAIVIE, AGE AND ADDRESS (CITY, STATE AND ZIP) ON 
A POSTCARD OR SHEET OF PAPER AND SEND IT TO: ee 
GAMEFAN MAGAZINE/SWEEPSTAKES, a 

5137 CLARETON DRIVE SUITE 210, AGOURA HILLS, CA 91301 


NO PURCHASE NECESSARY TO ENTER. PRINT. YOUR NAME, ADDRESS AND TELEPHONE NUMBER ON A PLAIN PIECE OF PAPER OR A З” X5" CARD 
AND MAIL TO GAMEFAN MAGAZINE/SWEEPSTAKES, 5137 CLARETON DRIVE #210, AGOURA HILLS, CA 91301. ALL WINNERS WILL BE NOTIFIED BY 
MAIL: MULTIPLE ENTRIES ACCEPTED, BUT EACH MUST BE POSTMARKED SEPARATELY. THE DEADLINE FOR ALL ENTRIES IS MARCH 31,1997, AND 
ALL ENTRIES MUST BE RECEIVED BY THIS DATE TO BE ELIGIBLE. GAMEFAN AND.NINTENDO OF AMERICA NC. AND THEIR AFFILIATES ARE NOT 
RESPONSIBLE FOR LATE OR LOST MAIL. THE SWEEPSTAKES IS OPEN TO RESIDENTS OF THE UNITED STATES EXCEPT EMPLOYEES OF GAMEFAN 
MAGAZINE, NINTENDO OF AMERICA INC. AND THEIR SUBSIDIARIES AND AFFILIATES. THIRTY-THREE (33) WINNERS INCLUDING (3) GRAND PRIZE 
WINNERS WILL BE SELECTED BY A RANDOM DRAWING ON APRIL 7, 1997 FROM ALL ELIGIBLE ENTRIES. ALL TAXES ON/PRIZES ARE THE SOLE 

* RESPONSIBILITY OF THE WINNERS. WINNERS RELEASE GAMEFAN MAGAZINE AND NINTENDO OF AMERICA INC. AND THEIR SUBSIDIARIES AND 
AFFILIATES IN ALL MATTERS RELATING TO THE USE OF PRIZES. NO SUBSTITUTION OF PRIZES OR CASH EQUIVALENT ALLOWED. ONE.PRIZE PER 
FAMILY:- WINNERS GRANT PERMISSION TO USE THEIR NAMES, ADDRESSES, AND PHOTOS FOR ‘ADVERTISING OR PROMOTIONAL; PURPOSES WITH- 
OUT ADDITIONAL COMPENSATION. SWEEPSTAKES VOID WHERE PROHIBITED BY LAW, AND OTHERWISE GOVERNED BY CALIFORNIA LAW: @ 1996 
NINTENDO OF AMERICA INC»! апа ® ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 


АВЕ YOU READY FOR THE BATTLE OF THE CENTURY?!! 


ST. НЕЕТ FIGHTERS AND SUPERHEROS F FIGHTING SIDE BY SIDE! 
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THE CROSS 0 VER COMBINED ATTACK! 


RGE UP T таны AND'UNLEASHE 


J DEVELOPER - CAPCOM 
| PUBLISHER - CAPCOM 
| FORMAT - GPS II PCB 
T OF PLAYERS - 1 OR 2 
‘| DIFFICULTY - A CINCH 

| AVAILABLE - RIGHT NOW! 
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2 CHECK QUT. THE AWESOME STREETFIGHTER! 
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n NBA Live "97, EA covers all the bases via player and 
|" options - everything from signing free agents, 

releasing stiffs, and forcing trades, to creating your own 
player, along with his skin tone, and the style of his facial 
hair. I'm а sucker for these options, customizing my team 
and the season. It took me about 20 minutes to get the 
game started, resulting in, among other things, a 710” 
bruiser that could shoot the three. 

Game time arrived and | was pleased to see clear and 
vibrant home team logos blazing upon shiny wood floors. 
MS The game itself invites a voyeuristic feel perched from an 

{| upper level vantage point, enhanced by courtside com- 
mentary. One disadvantage of this perspective is that you 
never really get quality close-up play. When I'm sitting up 
high at an actual game | tend to watch more of the game 
on the big screen monitors to get the blood, sweat and 
tears. | quickly came to terms with this perspective how- 
ever, and really appreciated the other coveted aspects of 
Live 97 like all of this year's rookie crops, cumulative 
stats throughout the sea- 
son (I love that stuff), and 
trade deadlines. Over all, 
Live '97 is enjoyable 
especially for option 
lovers and stat freaks. 
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Gaumeran t's about time! NHL was beggin’ to be 32-bit! 


The next-gen facelift yields a great 3D tex- 


Sports ture-mapped polygon engine running the are- 
nas and players. There’s also a ton of cool trad- 

Review ing and Create Player options, as well as the 
expected season and playoff game modes. Did 
they mess with the gameplay we all know and 
love? Not a chance! Picture all that good stuff 
1 { you're used to (great control, accuracy, and 
| feel), and throw in drop passes, fakes, and pin- 
«| point set-up shots. Every play-mechanic uses 
the PS pad to its fullest, and literally the entire 

| gameplay experience hits you and stays with 

you within minutes. 
NHL '97 is a fine, fine 
update of the classic 
series. 
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VIEWPOINT ое 


Right off the bat the best thing about 
Face Off for me is the control factor. 
Hockey games in the past have players 
sliding all over the place so that you 
can’t ever do what you intend, let 
alone catch up to the ever-moving 
puck. That fact alone saved my thumb 
muscle from cramping up after 5 min- 
utes, thus allowing me to enjoy the 
smooth play of Face Off and to actual- 
ly implement a little strategy here and 
there. | love the fast pace, to 


CORNER HE 
SOLER M 
Gu sports freaks, Joe Kidd here, fresh out of 


sound, but lacks the classic gameplay 
feel of NHL '97. Everything’s still great, 
with multiple views, Create Player 
options, and full NHL support, but the 
gameplay isn’t quite as refined as in 
NHL 97. I'm not complaining, the game 
has top notch control, second-nature 
play-mechanics, and hot looks, but EA’s 
got experience on its side. 


Nor-Cal, the latest free agent signing on here at 
GameFan. Well, I can hardly believe I'm saying this, 
but it's nice to be down from the Bay Area and in LA. | 
. mean, sports-wise, I’m tired of АІ Davis and his tireless 


G C Р М 0 85 NHL Face 0ff G ІҢ Р 0 Raider antics, games at the Oakland Coliseum with 
(8) (8) (8) sos (8) (8) (8) (1) construction cranes in the background, the Giants’ 


Barry Bonds crying about his daddy, the Warriors and 
their paltry off-season moves.. However, life in 
Southern California has begun on a good note, with my 
mighty (5-0) California Bears coming into Riotville and 
taking down the University of Spoiled Children Trojans 
and their latex quarterback. Shaq is in the house along 
with Kobe, Eddie, Van Exel, Ceballos and Elden... Can 
you smell Championship? Tiger Woods has awakened 


Well, it ain't World Series 2, but on the 
PS, Pennant Race is my "number one 
guy." You got your red hots, your 700 
plus players, your stadiums, and all 
those juicy season options. Create a 
Player lets you bust out your own cus- 
tom pitchers and players, and the in- 
game options throw loads o' views and 
fielding options your way. The cherry 
comes with the control, which is fan- 


| was never into baseball games 
much, but tell ya, this one had me 
smiling the whole time and | 
insisted on taking it home with me. 
It’s easy enough for a rookie like 
me to play, yet realistic enough to 
lake it serious. Plus, | always 
associate baseball with "slow" but 
PH manages to put the heat on and 


tastic, instinctual, and beyond easy to бы» т 2 from his slumber and is tearing ир the fairways, 
pick-up. A baseball must-buy. SE comes up with a winner, Alomar’s loogie-hawking days have been cut short, and 
ІҢ ІҢ Р M 0 мены ы faen it's been rumored that Michael Irvin will counsel him 
(8) (8) (8) (8) (8) DN throughout his 5-game suspension. In hockey, it's the 


first time they've had an NHL team in Phoenix. Can you 
imagine... ice hockey in the desert? And they're unde- 
feated! On the other hand, New York, a virtual hockey 
mecca in comparison, has united two of the best ever 
in Messier and Gretzky, and they can't buy a win. 
Midnight Madness is upon us as college campuses 
everywhere get ready to hoop it up. But where are all 
the stars? With the recent exodus of undergrads flock- 
looking for anything in particular. Sorry, ing to the NBA, ala Kevin Garnett, it's more like 
just not for me. Midnight Mediocre. Well, I’m signed up for my NBA 
Power Move Wrestling package on DSS. How ГЇЇ watch 800 games... I’m still 
PlayStation working on the numbers. In the meantime I’m lacing up 
Activision the boots en route to the black top. 


Wee-haw! 3D wrestlin’ on my 
PlayStation! Awesome texture- 
mapped polygonal stadiums and 
wrestlers, a blazing frame rate, and 
perfect camera angles combine to 
form a visual masterpiece. Kick in 
some freakin’ hot moves, dead-on 
control, and spleen busting realism — 
courtesy of great motion-capture — 
and playin? Power Move is just like 
watching it...pure, anabolically 
enhanced, wrestling joy!!! 
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Well it seems Power Move is а hig hit 
With everyone... everyone, except 
maybe me. | have to admit | was quite 
taken with it at first and I couldn't stop 
playing it. Movements were very realis- 
lic and the 12-Man Gauntlet mode was 
challenging. But in the end, there was- 
mt enough for me; not in concept, 
moves, action, graphics, music or 
sound effects. Of course | didn't have 
any preconceptions going in nor was | 
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CUSTOMIZED MOVES: ~ 


YOUR FAVORITE PLAYERS EXECUTE THEIR F i 

' REAL-LIFE, SIGNATURE MOVES. TRADE OPTIONS: 
IMAGINE... REGGIE MILLER ON THE KNICKS, 
OR OLAJUWAN ON THE SUNS. THIS OPTION 
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PENALTIES ASSESSED... FREETHROWS AWARDED | CREATE PLAYERS! 
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Ns to turn:the lights out. on 
the competition and bring = ç 
Acclaim back-to-back championships" ` 
in 1997. Acclaim has its hands full 
trying to topple the success of NBA 
РГ Jam: Tournament Edition (released in 


foi К 1996); with its rim-bending dunks, 
/ j 
ч} ^ other lightning paced features that 


SJ jaw-rattling body slams, and all the 
r. made Jam '96 a sporis fan's-addiction. 
w Јат .'96. proved to be so exciting that ` 
вуеп-а sore loser like myself fervently 
(7777 enjoyed losing for hours. 
: (owe o And now, on With the preview. What was 
| PlayStation once a neck-breaking, full-court, 2-on-2 battle has suddenly slowed down to 
the speed of a half-court game. Sculpturedmay speed things up by game time ` 
hut.l'm not convinced I want them to . The new polygonal 3D engine provides 
more realism; even goaltending penalties are called much more frequently. In 
addition, users can now choose from several different offensive and defensive 
Ж strategies. They've even added a dive feature where you literally hurl yourself. 

» at the opponent. Unfortunately, one change that wasn't made was not allowing 
us the luxury of making player substitutions until quarter's end (maybe a bless- 
ing in disguise since the extended load time is somewhat of a.buzzkill). 

Big name players are one of the main attractions of NBA Jam and X has dou- 
bled the amount of stars (6 per team) to choose from, including all.of the rookie 
Standouts like Joe Smith, Damon Stoudamire, and Kevin Garnett. To enhance the 
playoff like atmosphere, a center court giant Screen has been added, as well as 
cheers of “Defense!” from the crowd, along with Marv Alberts relentless play-by-: 
play. However, the crowd's applause sounds more like Gary Player sunk a putt for 
par, rather than Shawn Kemp electrifying 20,000 beer drinkers. à 8 

It appears in X we have а more serious and realistic version of its predecessor. 
“But are we losing the essence of the game which is found in fantasized exaggera- 
tion? Ull be the first to admit that | don't readily invite ` ss x 


BA Jam Extreme will be out this Өр 


change to things I’ve enjoyed so thor- 
oughly. But while there are obvious dif- 
ferences between the two expressions of 
this game, I’m hoping that it's-one ‘of 

those things that has to grow on me. 

4. Kind of like Sammy after David Lee Roth = ` 
№ different but good. We'll wait to see and 

% discuss this denial and acceptance thing 
inJanüary. 2 JK 
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BIG HEADS AND 


MARV ALBERT 
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Change tires, gears, suspension, and тоге to 
customize your car's performance in Sim mode. 


cn 
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e Totally realistic car physics 


Customizable Simulation Mode or hop-in 
and-start-driving Arcade Mode 


1996 cars and drivers on 18 different tracks, 
including 2 fantasy tracks 


Night racing on 3 tracks 

Hard-rock soundtrack, realistic sound effects 
Officially licensed by NASCARe 

Also available on PC and Macintosh 


For more information, see your local software . 
dealer or visit us at http://www.sierra.com. 


In car view puts you in the driver's seat. Rear 
view lets you see the big picture. 


KIDS TO ADULTS. 
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PlayStation Emi Lec ror 


CSierra On-Line, Inc. ® and/or TM designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved. Papyrus and Papyrus logo are trademarks of Papyrus Design Group, Inc. PlayStation" and the PlayStation" logos are trademarks of Sony Computer 


Entertainment, Inc. NASCAR® Racing is officially licensed by NASCAR®. 


h DIFFERENT 


| Е E PERSPECTIVES! 


"т just a lonely sports editor. 
| For the past couple of weeks, 
though, I’ve been keeping good 
company. My new buddy: Sony's 
NHL Face Off '97. I'm GF Sports’ 
biggest hockey fan, and this game 
is one of the best I’ve ever seen. 
Face Off '97 is so complete it's 
* scary. One look at the menus, and 
I'm seeing all the options | could К 
ever need. You know, period length, ә: 
difficulty levels, penalties, exhibition < „^_^ 
or season and playoff modes, etc. 
That's all cool, sure, but step onto the — 
rink and true hockey bliss is all yours. ШЕСЕ LEVEI 
Gameplay has never felt this second 
nature in a hockey game. The goods: one 
button to get closer, one button to shoot, and one for 
your speed bursts. That, my friends, is the way it 
should always be. Combined with this easy control are 
play mechanics that the great Lord Stanley would һе 
proud of. Moving your player is realistic up to a certain 
point (hey, you're on skates, right?), but the skating is 
accurate, passing is hyper-instinctive, and the colli- 
sion detection during play and fights feels just right. 
If anything bad ever happens, it's your 
fault, not the game's. 
The hot gameplay is surrounded 
hy some scorching graphics and 
great digitized sounds. Players are 
well-animated traditional sprites, 
and the 3D rinks and arenas are | 
constructed of texture-mapped poly- [ il 


gons moving at a silky 30 fps. POWER 


—€ 
PlayStation 


ROFILES! 


Besides the awesome textures cov- re 
ering the crowd and arena, you'll ims 
also see loads of team logos thanks 
to the NHL license. Multiple views 
are also included, so if you don't 
like how you're seeing the game, change it! 

Sony is on a sports roll. I’m sure they recognize just how impor- 
tant this genre is in determining success in the US. One thing's certain: 
NHL Face Off '97 is an amazing hockey game that should make a lot of 
people happy. JS 
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Ыы А ony's sot a уг lotta sports joy lined up for PS 


ui : players this fall. Joining the wicked NCAA 
200 Ge Ge GameBreaker will be NFL GameDay 797, NHL Face 
= ی‎ са) . 5 97, and the game you're lookin’ at right now, MLB 
(225 И f Pennant Касе. They're all making а serious case for Sony 
` E — 4 to grab hold of the 32-bit sports crown from Sega. 
МОЙ Y Pennant Race is a realistic simulation in every possible 
Sa ) way. Using CD storage to its advantage, РК has both 


Major League licenses (MLB and MLBPA) and includes 
over 700 players, every stadium (texture-mapped and 
accurately measured), and every team. The well-animated motion- 
captured players will actually appear in their home or away uni- 
| forms, depending on Ше same... major realism! 
МОО EBE * LD) The player moves and animations include lunging 
Vitt££24444ANSSS33YAAVAVA| dives, turf-munching slides, jumping, and wall-climbing 
| home-run saving catches (using lots of easy button/con- 

troller combinations). The coolest feature, as far as same- 
x play goes, involves the use of the diamond-shaped PS pad button lay- 
N € out. Each button represents a base, so if you’re throwing to 
\ 4 e second, for example, all you gotta do is press triangle (the 
w AV top of the diamond) and it's there. The game also shows 
 ALLLLLLELLL ANNNSNNNNNNAN you the diamond layout when you're pitching and batting 
1 and let's you choose various styles апа speeds (sinker, fast- 
ball pitches, and contact, power bats etc.) before beginning the play. 
: 25 215) Just like Bottom of the 9th, you'll be *aiming" your swing with a little 
ne _"“4 targeting circle. While it works better than in 9th, allowing for more 
accurate timing, I’m still not sure I like the idea. 

Everything else about Pennant Race is perfection. You 
can enter the playoffs, Homerun Derby, a 162 game sea- 
son, and create your own player (customize player attrib- 
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/ utes like Speed, Arm, Glove, and more). Infield and outfield views and 

( plays can be changed anytime, as well as stadiums. You read correct- 

N ly, if you're gettin' sick of the stadium you're in, simply load up a new 

\ one, mid-game, and continue! 

< ; Overall, Sega's World Series 2 remains my pick the base- 

ПЕТА ЖҮУУХХУУХУУУҢ ball king. MLB Pennant Race is, however, the undisputed 

Ж NE 8 champ of PS baseball and comes very close to ] 

ЛА matching the perfect feel that WS2 offers. ¿48 JACQUES STRAP 

e SENE omparisons ue Pennant Race is one heck of a good Y THE KING 0F PS 
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titles that shipped with the system really ; 

stood out as great games. Out of the rel- Ê 
ative drivel like Raiden Project, Total Eclipse (7 
Turbo, Street Fighter the Movie and 
Toshinden only two can | look back on and think “Now those were great.” They 
both happened to be racing games, and one of them went on to be the top-selling 
PS game in America for quite a while: ESPN Extreme Games. No wonder — 
Extreme mixed Road Rash-esque fun (beating your opponents bloody while careen- 
ing about) with luscious polygon graphics that only the PlayStation could provide. 

As you can see, Sony's back with a sequel... 2 Xtreme. This sequel’s lost little — - 
except the ESPN license (it’s “xtremely” similar to the original) yet has gained one 
new event and better graphics. As in ESPN, you begin the game by selecting from | 
an assortment of OG athletes (is it just me or are there, like, two white guys in the 
posse?), or, via a cool new creation menu, make your own challenger. You can 
distribute your points as you see fit, concentrating on one event or crafting a well- 
rounded competitor. From there it’s off to one of the events: Skateboarding, blad- 
ing, biking, and the newcomer, snowboarding. There’s a puzzling lack of the 
Street luge from the original, but don’t fret; snowboard is way cooler. 

The actual environments have been improved, and you can see way farther into 
the distance than you could in, er, “7 Xtreme,” but the biggest graphical upgrade 
has been given to the skaters themselves. They're now either digitized people ог | => 
motion-captured so well it's impossible to tell the difference. My only complaint ; 
regarding 2 Xtreme's visuals at this early stage in its development is that no 
locale, except perhaps Las Vegas, makes you think you're really racing in what 
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it purports to be. In Africa you could be sailing through the 
Grand Canyon but for the rather small-looking pachyderms 
blocking the road, and Japan could easily be Sweden or 
Germany. It's a small objection, as the extraordinary Scenery 
will be flying by so fast you'll hardly notice. 

The gameplay remains largely the same, with a couple of 
additions: a revamped scoring system that gives you points 
not only for knock-downs, passing through gates or finishing, 
but for performing aerial tricks with button combinations, and 
power-ups that increase health, speed, strength and jumping 
prowess. Also, the number of tracks has been increased from 
five to twelve. 2Xtreme is looking good, and | can already say 
that fans of the first game will be more than happy with this 
one. As soon as we get a final version we'll have the review, 
so keep looking to GameFan Sports for an update! МЕ 
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hanks to Activision, American gamers are about to 
4 experience the finest wrestling game ever made. 
Known as ТопЁоп Retsuden in Japan, it's finally show- 
i ing up over here (un-licensed), as Power Move Wrestling. 
This ia a powerhouse 3D wrestler with some of the hottest 
gameplay available in any sports game. 

One look at the pictures on this page should be enough 
i to hook you, but until you've experienced wrestling in a full 
7: 3D environment, pictures can't do PMW justice. The twelve 
i wrestlers, four rings, and four arenas are constructed of 3D 
Е || texture-mapped, gourad shaded polygons. Everything 
== runs at 30 fps, so the wrestlers animate perfectly and the 

ring pans and zooms flawlessly. Since the whole 
f game is moving in 3D, PMW offers two horizon- 


PlayStation 
к 
|) 


LZ 
17 


ПА JUDGE TA JUDGE 


ГГ 2: a tal and two vertical views to help you keep track 
ye Ss a, of the action. | — 


The hot graphics should keep any wrestling 
fan happy, but there's enough gameplay here for 
| even the most die-hard fan. You can slam a 
friend in vs. mode, enter the Power Move Pro 
" Wrestling championship, league, or tournament, 
and play it all in four difficulty levels. І spent 
most of my time in the vs. mode, but l've been playing 
and saving as I progress through the other modes too, 

Б . and find them equally addicting, much like a polished 
ERE Жы A if ` fighter. The control is so perfect, it almost becomes 
3 "LN "S - second nature. Even the most complex moves are eas- 
l | i" 
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i Wa ily executed and the response is instant. Perform spec- 
* N NN 


Bn tacular flying moves in the ring and 
off the ropes, and then sit back in 

3 РЕ R. complete control of the camera апа 
- play it all back. It's like watching TV. 

* PMW has one of the best replay 
| options I’ve ever seen. From the lock 
up position, pull off slams, suplexes, 
drops, and throws (into the ropes or 
outta the ring), then when the chal- 
lenger's down, bring on the crabs, arm-breakers, and 
painful submissions. You can fight outside the ring as 


` dirty as you'd like, for a limited time. Change views 
. and follow the concrete pounding action from every 


[9 зе: th g nv | 
{ played. The wrestlers are cool, the mazing, and the p 
are incredible. Even the ring announcer sounds awesome! I urge all wrestling fan 
comers alike to feel the power of Power Move Wrestling.. G 
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E: shoot 


some hoops 
with the entire 
Warner Bros. car- ` 


- toon posse? ~ 


ines (I thought that 


‘toons’). And oh yeah, I almost forgot) 
somehow Michael Jordan got mixed пр 1 ) 
“оғ. locker rooms for items, а rebound 


“іп the whole thing. Don’t ask. | 
What this adds up to is a two-on-two 
or three-on-three basketball game fea- 
turing your favorite WB 'toons, and an 


army of zany aliens from the planet . 
Veron. As I already mentioned, the ` 


game engine is based on NBA Jd 
which means that most of you will 
already be familiar with the four button 
control system (change player, 
jump/shoot, steal/pass and turbo). If 
not, it's pretty easy to pick up. 
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ith WB characters (though; | 


be enough for me!). For a 


ontest, and a brilliant Micro Machines ` 
litary-style Space Race with Speedy 
inzales. Success at these sub games 
improve your on-court character 
butes. 
lJ be back for a full review of Space 
m next issue, but things are looking 
good at this point. Hey, any game that 
lets me make a team out of Taz, Wile E. 
Coyote and Daffy Duck is already a hit 
іп my books. К 
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Offensive Coordinator. 


A back-breaking, 


pressure-filled, 


tension-soaked, 


utterly frustrating and 


entirely thankless job. 


And it's all yours. 
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NFL “9775 exclusive Play Editor feature lets you design your own plays and run them with any offense in the NFL. 
So you're offensive coordinator, you're head coach, you're in charge of all 1,500 NFL players. Now all you need is the game. 
Sega Sports™ NFL ‘97. Play football like real football players play football. Only on Sega Saturn.” 


www.sega.com 


1 to 2 player game unless 
used with 6player adaptor 
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children's toys.” 


the video game industry, I’m sure we can all agree оп 
two things: The industry produces way too much 
junk, and the industry can never realize its true 
potential as long as its | 
products аге regarded by 

the mainstream media as 


- Miyaji, president of GameArts 
and now president of ESP, has an 


idea about how to change all this. 


ENTERTAINMENT 
SOFTWARE 
PUBLISHING 


ER VIEW WITH ESP - THE CREATORS OF GD NET 


You may never have heard of GD-NET or ESP, but it’s a sure bet that their influence will extend tar beyond the number of 
quality games they will inevitably produce. If successful, ESP could stand as a new model for the maturing video game industry, 
taking the industry’s true power out of the hands of financiers, and putting it in the hands of developers, where it belongs. 


The hot news in Japan is the formation of GD 
NET, a game designer’s network, including 
the following 9 companies: Alpha System, 
Quintet, GameArts, CSK, Sting, Treasure, 
Japan Art Media, Neverland Company, and 
Bits Laboratory (see the individual company 
histories in last month's issue). | will be 


interviewing these companies and will be 
bringing them to you as a series starting 
with ESP and GameArts this month. 


Mr. Youichi Miyaji, 


~ PRESIDENT OF ESP & GAMEARTS, 


is concerned not only with creating quality 
games for his own company, but in recreat- 
ing the entire industry through ESP. 


GF: First of all, please tell us what motivated you 
~ lo establish ESP? `. 

Î ` [think the most important thing you need to do 
. to make good games is to bring up good producers. 
\ À producer needs to know about game production, 
business, and financial matters. | think these are the 
three essential elements needed to be a producer. A 
producer has to have absolute authority on all matters 
that apply to his product. But, in Japan, this kind of 


games — and what do you think is going to happen? 
The final product ends up being something you can't 
even look at. Sometimes the financial interests will 
demand they publish the product, even when it's only 
halfway done. The product will be awful! 

The movie industry has well-balanced relation- 
ships between the creator and publisher. This union 
produces great products, and makes the audience 
happy. Looking at this, I think it's clear that the pro- 
ducer is the most important. | think you need to 
have one very responsible person that can bet their 
life on the project, and have full control. Otherwise 
the product will be garbage. 

The only people that сап be doing; all. of these 
things are the presidents of production companies. 
They know all about financing; sales, and publishing. 
That's why this company is organized by the presi- 
dents of software producers, All of these people were 
only developers before, and were told from the top to ` 
"make this: game with this much money.” Since the 
finances and creative control are handled by an out- 
Side company, the producers could make a product, 
but not a true piece of art: So, we established this 
company to make an environment for producers to be 
free to create games for themselves. 

GF: How long have you been thinking about this? 
ESP: Since about 5 years ago. | didn't start the 
actual planning, or telling people about it until 
last summer. 

GF: Well, then why is it organized with these 9 
companies? 

ESP: Well, they are my friends of course; but they all 
have been .thinking about. exactly same thing. 


Everyone thought they were restricted when! they. ` 
were just developers, so everyone wanted lo create | 


their own product and take their own chances; th 
GF: Please. tell us the pluses and minuses for the 
developers who join GD-NET? “5% 
727. Each company can enhance their company's 
individuality and create the products they choose. 
| think a product has to have individuality. | can't 
think of any minuses. 

GF: So, who will manufacture and sell the games? 
ESP: ESP will act as the sales agency, but the indi- 


la 


vidual companies will take responsibility for manu- 
facturing the titles: Let me give you an example. 
About five or six years ago, l visited a certain com- 
pany. This one game, which is now world famous, 
had just been developed. The game's producer pre- 
sented his product at an executive meeting, but the 
executives. said “There is no Мау we сап sell this 
kind of game, so forget it” But this producer's wife 
and kids were playing this game every day, and 
loved it. So he said, "Please let me handle it, I'll bet 
my life on this product” Then, when the game final- 
ly went on sale, it sold millions. > 

The point is, no matter how many MBA's these 
executives had, they couldn't have understood this 
because they don't play games. The process is even 
more severe in the US, where people. who make deci- 
sions usually have never even played the game, and 
can't help misjudging things. Ав far as ‘I'm con- 


cerned, they make mistakes because they have none 
-Of the "producers" | talked about earlier. 

“Тһе movie industry in Hollywood has this com- 
pletely down, but the game industry in the US hasn't 


got it.yet.. In my opinion, Hollywood became suc- 
cessful because they had a well-balanced relation- 
ship’ between creators and producers. If it is not 
constructed well, great directors like Akira Kurosawa 
can't be brought up. So, ESP is not just another 
company - we established an organization that 
thinks seriously about reconstructing the industry in 


construction has not yet been 
established. | don't know about the 
US, though. Anyway, in reality, the 
most important thing is always 
money. And since the person 
who's. providing the funding and 
the producer are different people, 
the person who is funding will cut 
in, and end up producing, even 
though he doesn't know about 
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GAME DESIGNERS NETWORK . 


"ESP IS NOT JUST ANOTHER COMPANY, WE ES TABLISHED AN ORGANIZATION THAT THINKS SERIOUSLY 
ABOUT RECONSTRUCTING THE INDUSTRY IN ORDER TO MAKE GREAT GAMES” ` 


ALL SCREENSHOTS TAKEN FROM GRANDIA, AN ORIGINAL SATURN GAME. SHOTS © GAMEARTS. ALL RIGHTS RESERVED. 


order to make great games. 

For example, if you need 
10,000,000,000 yen (5100,000,000) 
(100 million) to create one game, do 
you think ordinary companies can 
afford this? What would you do? If 
it's Hollywood, they have the orga- 
nizational structure necessary to 
collect $100,000,000 easily. There 
is a possibility that expenses will 
get this high in the game industry, 


“THIS INDUSTRY WILL BE DESTROYED IF PEOPLE THINK THESE ARE ONLY KID'S TOYS. THAT'S NOT - 
TURE. MOVIES ARE 


THIS IS AN 
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AT ALL. 


TRUE 
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pretty soon, after DVDs are released. To make the 
environment necessary to provide such financing in 
the future, we need to -start changing the industry 
now. Right now, all an average game needs is about 
$1million, but if you compare that to 10 years ago, all 
we needed was $100,000. 10 times more in 10 years. 
So, | think that'll rise to $10 million within 3 or 4 years, 
and from $10 million to $100 million in another 3 or 4 
years. Now is the time to change it. If a project is 
going to cost $10 million, they’ll need to get together 
investment funds. If that’s the case, we need to build 
up relationships and experience with venture capital, 
publishers, distributions, etc., otherwise we can’t cre- 
ate good products. I’m not saying everyone should 
make big titles, I'm just saying it will be necessary to 
be capable of making big titles. It is easy to under- 
stand ESP if you look at us from this perspective. 
GF: How about other people’s opinions about ESP? 
EED- l think even Sega and SCE welcomed us. 
Increased quality is good for everyone in the industry. 
It is important to’ be able to make good product. 
What's to disagree with in that? 

| think the only people who will be negative about 
us are competitors, but there are none. Though ESP 


is a company, it’s really presenting a new way of ` 


being a game company.” . ( 

GF: So it's not about creating an ESP brand? 

ESP: No, we are just presenting a new construction 
for making games. | don't think many ordinary devel- 
opers can afford to make high quality CD-ROM 
games. | just think that we need a producer who сап 
handle funding, profits, and coordinate things like 
that. If we don't have it, it will affect our future in the 
game industry.. Neither Japan or the US has this con- 
struction; I think publishers in the US are irresponsi- 


ble about it. The game industry in the US is screwed- - 


upas well, right? 20: 


This industry will be destroyed if people think these | 
are just kid's toys. That's not true at all, this is an |, 
industry of culture. Movies аге part of culture, too. 1- ; 
think Hollywood was the first to realized the impor- ` 


tance of this construction. . 

GF: So, you just concentrate on those 9 companies? 
FSF Мо; по. If other companies approached us, 
Pd have по problem. Even American companies. 
We're just trying to introduce a new approach, and 
some new ideas. 
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GF, Isn’t there a possibility that other companies will 
be impressed by your idea and try to establish the 
same type of companies in the future? 1 
ESP: Fdon'tmind at all. | welcome them to do that. 
That would mean our thinking was right. That's why 
people copy established companies. | think that this 
industry would be better if this became the main form 
of construction. You use other people’s ideas, that’s 
business. | simply think that today’s style is wrong 
and my way is better for everyone. 

| think imitation of an idea is everything, like Seven- 
Eleven. In Japan, large supermarkets were incredibly 
powerful. Everyone thought that convenience stores 
were too small - and they definitely thought that they 
wouldn’t last in Japan. So, 7-11 went through trial and 
error and now convenience stores dominate Japan. 
That's not the best example, but the point is that 
someone has to guide these companies. If this plan 
fails, ESP will be worthless. But if it succeeds, and 
people realize that this way of thinking is the way to 
make a great product, everyone will start doing it. You 
know, there are so many awful games coming out, | 
think this is the way to break that situation. 
GF: So tell us briefly, what is ESP? 
727: We just want this industry to become an indus- 
try which creates great products, that's all. 1 actually 
don't care if boring games are released, or games that 
just target small niches. A game about cockroaches 
is available in the US, | like that [He's referring to the 
PC дате Bad Mojo. | think. -Ed.]. There are just too 
many losses in the industry, such as not releasing 
games that would sell, or releasing half-finished 
games. The reason this happens is because there are 
too many pressures from businessmen. So, we need 
to make an industry for the people, by the people 
(laughs), otherwise this industry won't grow. Even the 
movie industry has been supported by people who 
loves movies. There are 50 many people involved in 
this industry who don't like games. It's just because 


you can make money, that’s all. People with MBA's 
- think that the game industry is a good place for them - 


to make money. | suppose that's ok, but don't you 
think we've had enough of those type of people by 
now? Those types are always thinking things like; “А 
genre called RPG seems to be doing well... Ok, let’s 
make RPGs and make money. Make an RPG!” The 
creators don’t even want to make an RPG, but since 


PART OF CULTURE, TOO.” 
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its an order, they copy someone else’s game and 
release it. Of course it’s going to sell a little bit. Then 
the businessmen would say, “Why do Final Fantasy 
and Dragon Quest sell so much, but not ours? Do 
they have more skilled people?” No, no, no, that’s not 
it! It's all about the heart. Products with heart will 
sell, | think. | think we need people who love games 
and take them seriously to make this industry bigger. 
That's what Hollywood's like, right? б 

GF: Will апу other companies be able to join? 

ESP: Definitely. America, Europe, Taiwan, Hong 
Kong, Korea, it doesn't matter where they're from. 
We've had a number of Taiwanese companies 
approach us, and 2 or 3 more from Japan. 

GF: Are you thinking about establishing a sub- 
sidiary in the US? 

ESP: No, not a subsidiary or anything like that. | want 
to establish the idea itself, for American companies to 
get investment funds like we do and establish a simi- 


lar ‘company [like ESP]. Since everyone would ре” TA 
investing, it would be everyone's company, like a - 
union. If there are any American companies that are < 


‚ interested, | will work with them. ` 


GF: Forgive me if I’m wrong, but it looks like ESP is 
leaning towards Sega... 

550: Exactly. That's a strategic decision: PS users 
are becoming general users. Those general users buy 
2 to 3 games per system that they own. Then they get 
bored with them and turn to other interests. In Japan; 
Saturn and PlayStation have the same market share, 
but PS has more general users. So, actual game 
enthusiasts buy Saturn over PS. Those people collect 
games, so they buy 10 or more games for each sys- 
tem that they own. To appeal to those type of people, 


Saturn is the suitable system. Saturn users are gen- — | и 
erally seriously looking for good games, which isnot. 2 
usually the case for PS users. PS users watch TV - 


he m. ç 


commercials and buy games, 71 think those Saturn || 


users could be opinion leaders, because core users of 


Saturns tend.to also have PlayStations, PS users - 


usually don't have Saturns. So, these people can’t be 
opinion leaders, and they just say, "Oh, this is a good 


game...” So, until we establish our status, we value | 


those core users. The next step will be to try to appeal 
to general users. / 

Good product is common to the entire world. 
GF: Thank you. 
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[he man who supports GameArts from the 
ound. He also collects vitamins. 


GF (Game Fan): Why did you decide to remake 

unar games for Saturn, instead of simply 
ew with Lunar 3? 
Arts): First of all, we were 100% sat- | 
e final product of Lunar 2. But after 
е looked over Lunar 1, we all came 
| opinio , that we could've done 
паг со we decided to work on 
time, and, as you will find out. 
it, this one is even better than 

arse, it's naturally going to be 
e Saturn over the Sega CD, but 
y aspect of the game - quality, 
Ë тош animation - first class. 
your question, the best 
lay it. 


GF, consign this game to 
Kadokawa ase it? 

GA: We war (pand our presence into 
many different me we decided it would 
,be good to 

| (Kadokawa Sho: amous Japanese 
publishing ho ir union with 


various books, 


en made, compared 


G 
"А Gas. There 


M totally different ga ime 
GF: So you mean 


n to mention. It's a 


of everything. Think of it as a 30+ hour master- 
piece movie. Except, since movies are usually 
only about 2 hours, it's hard to draw fully-real- 
ized characters and settings. Since we chose to 
make Lunar as a video game, we could draw a 
much more fully realized world. 

GF: What is the game's main sales point? 

GA: [think that it will make everyone who plays 
it very happy. 

GF: But there's no one aspect over all others 
that will make people say "Wow! This is awe- 
some!"? 

GA: Well there are many very memorable 
scenes, but no one area that really stands out. 
You know the feeling when you see a really 
good movie, and you're like, “Wow, I’m really 
glad | saw that.” It's like that. It doesn't matter 
what system it's on, it’s just the feeling that, “I’m 
glad l've spent so much time playing this 
game.” 

GF: So, you mean you want consumers see this 
as a piece of work that surpasses all formats? 
GA: Yes, all | want is for consumers to see that 
this is a piece of art that happens to be 
expressed as a video game. 

It's the storyline that | have the most confi- 
dence in. | don’t know what the English version 
will be like, but | tried to build this story out of 
the fundamental feelings that every human has, 
so | think everyone will love it. Things like love, 
courage, and the spirit of adventure. This isn’t 
the usual save-the-world type story. You don’t 


. Care about that sort of thing. It’s like you want 


the world along the way. In Lunar, when you're 
asked "Which TA A choose, to save your 
girl [Luna] or the world” you choose Luna. Of 
course there will be many bad guys in the game, 
but even the bad guys are living within the 
realm of human reason, and from their perspec- 
tive, they're really not that bad at all. Of course, 
those guys wouldn't understand things like the 
power of trust. I’m pretty sure that American 
people will also be fascinated by this story. 
Nowadays, it's become hard to judge wh 
good and what's bad. This story is not тоже 
aging the good and punishing the evil. This is 
not a preaching kind of story. It's an emotional 
story made with sincere human feelings. | 
We want the player to feel that they're gradu- 
52. 


to save а girl that you love and happen to save 


RTS - THE FIRST ІМ OUR GD NET SERIES! 


ally falling in love [with Luna], and then | the 1i 
ing of “I have to save her" comes naturally. And 
also, in American comics, the bad guys é are all 
truly evil, aren't they? But it's not like that i їп 
Lunar... The villains are like real people, andi 
you see things from their viewpoint, they're | 
one's who are right. You have to comp ге 
what's good and bad from each character's 
spective. For that reason, | think this is a very 
adult story. It's not for kids. š 
GF: So you mean the target age of this | дате 
is... 
GA: Probably 18, 19, or older. I'm 5 sure 
that that age group will be purchasing it the 
most. So, we are not targeting kids. It is about 
the romance with love and courage, but we did- 
n't make this game to fawn to kids. Adults can 
handle this game, so I think that 20 to 30 year- 
olds are the ones who will be happy with 
game. Of course, kids are always loo 
upwards, so even 12 year-old kids | 
fun with what 18 year-old kids are playing with 
Don't you remember when you were ‚д 
old? Weren't you interested in adult stuff? 

So, we can't fool people with this story. Even : 
Disney movies are not targeting kids only. B 
Adults can certainly understand and have El N 
with their stories. If Disney only targeted ki 
they wouldn't have to spend that much тш: e 

| and insist on such high quality. 
GF: By the way, when's the release с 
Lunar? 
СА: October 25th. Ё 
GF: Please tell us тоге about Luna 
School (Mahogakuen). 
GA: This is a gaiden (a supplementa 4 
We will use the actual Lunar environmet 
all of the characters are different. If 1 


weekly TV high school drama. | just wanted to 
make a high school drama about the school of ` 
magic. There are teachers and students, and 
т students grow ир as you play. А lot of the | 
roduction staff is different from the regular 
. Lunar team, and it's become a game with а def- 
inite comedic touch. 
GF: How about Lunar 3? 
GA: | can't say anything, except that the La 
changes won't be any more dramatic than they 
were in the change from Lunar 1 to Lunar 2. 
GF: And Lunar 2 is also going to be released on 
the Saturn? 
СА: Yes, Lunar 2 is almost done. Ме will 
release Lunar 2 around June '97 and after that 
we'll either release 3 or something totally new. 
We haven't decided yet. 
GF: Thank you very much. 


NOTE: The more sophisticated readers of 
GameFan will already have noticed that 

| the game shots that accompany this 

| interview are actually taken from another . 
forthcoming GameArts product entitled 
Grandia. The latest shots of Lunar: the 
Silver: tar Story will be shown in the next 
issue. Sorry Folks! 
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І know this column's been away for the last couple 
ieve me, you haven't been missing much. Although 
| : re are still a lot of good continuing series, 
iving lately has either been rereleases, 
tty funny, really... The best animation I've 
Taisen, Policenauts, and Psychic Force! | | 
month's pile, there's got to be something ==, 
гои next month with Panzer Dragoon and 


Меуег follow a strange bunny.Z 
ou don't know where she's been: 


This cute little tape is brief, with only 
— (WO 15-minute episodes, 

: but has a lot of energy and good ideas. It's basically the 
: _ old Alice in Wonderland storyline, but all of 
Lewis Carroll's classic characters 
are now attractive, busty, scantily- 
clad women. Okay, so the poor old 
guy's probably turning over in his | 
grave right now, but everything in 
Miyuki-chan is pretty tasteful. After 
all, the entire thing was written and 
drawn by women, and not just any 
women, but the very talented women 
of CLAMP (who brought us X and 
RayEarth, among others). 
: There’s not much dialogue, and the 

| pace is pretty frantic, but the 
^] animation quality is good and 
the whole thing keeps you on 


7 your toes while it lasts, which 
[isn’t very long. If you can get 
| [past the endlessly looping 
and incredibly annoying 
soundtrack, Miyuki-chan is 
definitely worth a look, but 


f. 4. 7 : ` nothing to get too excited ~ 


about. 9 
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This one's been available for years, but it's just been rereleased 


P II i к | 4 F H À, and l've found it especially interesting in light of Evangelion, the 
1 ІЗІ?! i m / masterpiece this same team went on to create. Of course, 
Cw DRIED ñ UB Ti ⁄ Gunbuster (Aim For the Top!) dates back to 1988, and the anima- 
VOLUME | ЕЙ i tion certainly isn’t going to impress anyone spoiled by today’s high 
ЕГ standards. 

But good stories never get old, ARMORED TROOPER 


апа Gunbusters was a classic. 
Evangelion fans will see much remi- R 
niscent of that series’ style, but the БС ЕАР 
well-drawn characters and the high- 8 
ly emotional storyline can easily be 
enjoyed by anyone. This is one of 
the few classics that any anime affi- 
cionado should be familiar with. 


8 Hey, Ill level with you guys 

here... | really couldn't care less 
about most of the so-called classics 
SR out there, but | know a lot of people 

| A hold much of Japan’s early 80’s output with much reverence. As for 

7 те, well, whenever І see so-called “Japanimation” that has production 
standards less than that of Scooby Doo, well, it sends a shiver down my spine. 

Armored Trooper Votoms falls right into that category. It's not for me, but if you're a fan of classic 
animation, and can enjoy Votorr's storyline without minding the cheap animation and annoying sound- 
track, well, more power to you. 


Before the now (somewhat) famous Patlabor movies, there was 
Mamoru Oshii's long-running TV series. Although it's a good eight 
years old now, its high animation standards and excellent Oshii 
direction make it relevant even today. 

The story is similar to that of the movies, but with a heavier 
emphasis on character development and action, as opposed to the 
obsession with incredibly intricate 
plotlines that made the movies simul- 
taneously fascinating and somewhat 
dull. That formula works well in the 
TV series, and although there are countless better anime series out 
there, there are certainly a ton of worse ones as well. 


Evil Yown - Part Í 


Like Cutey Honey and Devilman, Violence Jack is the work of one of 
anime's founding fathers, Go Nagai. The back of Violence Jacks box 
describes him as a “master of the macabre,” and that's a pretty fitting 
“4 description. But | can think of a better one: that guy is one messed-up, 
А dirty old man. And though that would usually be accompanied by a wink 

КОШЕ and a grin coming from me, | definitely don't intend for it to be compli- 
Ew mentary in this case. Š 
| ml Violence Jack is possibly the most 
tasteless bit of anime l've ever seen 
(and that is saying a LOT), an amazing feat considering how little 
action it actually has. The storyline is worthless, the characters are 3 
p 


ridiculous, and the animation is beyond cheap. Unless you're a big 
fan of rape, dismemberment, and various combinations of the two, 
you're not going to find anything with any redeeming value in this 
piece of trash. 


` 


„ „Violence Jack m m m = m m m m mm m 
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Dear Postmeister: 
l've never written to you before, and | was 
wondering if you would be so kind as to shed 
some of your divine light on a few of my hum- 
ble questions. The questions are in order of 
decreasing importance, So id be exceedingly 
happy if you go s 
even the first few. Wel tere we go: SE 
ard Crystal Dynamics is making Ghost 
r for the PlayStation. Well, Ghost Rider 
ens to be my favorite comic book, and үш 


happen to have а Saturn. Any chance of se 
ing it on Saturn? We don't want any dissatis- 
customers around here, now, do we? 
Are you guys going to review the Saturn 
import Metal Black, or is this one of those ` 
S (like with Don Pachi) where it's too 


to even consider reviewing? What ` 
t Shinrei Jusatsu Taromaru? Will 
meFan review. Strikers 1945? That |! 


short. What do you think? 


be lame about not putting out a Saturn ver- 


ion, or will we at least see it on the ` 


ipanese Saturn? 
) Say for instance that Capcom does release 
ne of their upcoming fighters on the N64, 
ке Street Fighter Ill, SF Alpha Ill, and 
rk Stalkers Il. What would be the chance of . 
ing them on any 32-bit Systems? 
In the Gen 32 section, it says “KoF '95 
1 Samurai Shodown III will both be exclu- 
to the PlayStation before the Saturn 
ons hit (if they hit at all...)" It's that last 
that hit me... "if they hit at all." I thought 
urn version was definite? Damn it, am 
melling some "PlayStation favoritism” 


re there any more shooters on the way for 
32-bit systems? New ones, re- -released. 
nes? How about conversions of Alpha Plus, " 


n's Darius Gaiden Il coming? 


now what 1 wouldn't mind seeing on the 32- ` 


| systems? You got it, Adventures of Bayou 
lly 21 Now THAT would make my day! » 
Ме, that's it for now. If you don't print any 
ој Pn questions, at least my concerns Would 
have been heard, and perhaps shared, by 
eone in your LOFTY positions (at the very 
east | hope they entertained you). I'm also 
bugging some of the game companies out 
t don’ hink |’ jus sino 
y complaints 
think i go and write Capcom, 
some letters of “Titanic” proportio 
"Throat Warbler Mangrove" 
Ventura, CA 


142 


in. Now 
ipa 


ami, etc 


r as jer ae 


. good news in a spiteful, nasty sort of way, | 


E played and | think it’s very 0509, E 


ls Konami going to ` 


0 4 carts, and have not thrown their full 


"capable on the N64), and that's not likely. 


aint Dragon, Strato Fighter, or 19XX? And ` 


his is going to sound kind of silly, but you | 


_ Taitos G Darius, their second PlayStation — 


ie 


7) Of all the 8-bit games to wish for a 
of... Bayou Billy? To each his own, supp 

TAM WM HOT 
Dear Postmeister, 

First off, GameFan is second to none in the- 
gaming magazine industry. You people really ` 
do care, and it shows in your work, game 
reviews and previews, clear game shots, 
humor, etc... Great job! Now, my feelings 
about Capcom. They sure pissed off a whole 
ot of gamers when they cancelled AD&D 
r of Doom. This game was the reason I 
ht. a PlayStation! А pox on Capcom for 
making such a stupid | business decision! 

But alas, a glimmer of hope, D ragonheart! 
I pray that this game is my saving J grace. My 
only fear is that Acclaim is doi g it, and my 


Postmeister good to receive a 
letter from such a polite апа | - respectful 


young... um... bler. Warblers... Such confidence is as shaky as a 500 pound man 
beautiful birds, and they're good eating, too! going ice-fishing on a small Р a mid- 
But anyway, yes, | suppose you HAVE enter- March... Crrraaccckkk... Splash 22% et 0 
tained the great Postmeister with your silly lit- Point? So please tell me УЗ РИО O 

; d as I’m in a generous апа Dragonheart, and апу. . possible 


action/adventure games in the future for PS, 
Saturn, or Nintendo 64. 
Thanks, 

John Gurnee 

/ \ppleton, WI 


1) Well, І һауе good news for you! Ghost 
Rider has been cancelled. Hmm, well, it's 


suppose. 
2) Metal Black wasn't particularly bad, it's just, 
you know, obscure, early 90s ib She i 


И Well, Capcom claims that the conversion of 
| ver of Doom failed quality control, but I 


ers.. . Who really « ying. | mean, 
my opinion. We v je they can begin 
Taromaru if it ever comes out. a С in hasn't 
_lose i patience with that one. eith г. Н, aven't : 


aid it's a PS-only project for the time 
5 certainly possible that they'll port it 
n they're finished, though. 
oretty unlikely that any of those will 
e the light of day on the N64. First of 
CPS-III is a CD-based arcade sys- 
nd the required cartridge. size would. 
o be beyond anything anyone's ever 
1 before. Secondly, Capcom has 
repeatedly expressed concern with the price 


Dear Disghüntled Postmeister, 


GameFan rules! Your anime. section. is 
awesome. Anyway, being.a loyal Sega fan 
ipu heard me right!), | have a few questions. 

1) Will we ever see Lunar 3? Please say yes! 

2) Will games like /ndy 500, Rail Chase 2, and 
Die Hard Arcade be out on the Saturn? ` 
3) Do you have the slightest idea how Sonic 
X-Treme is coming along? 
4) Will any RPGs like Albert Odyssey 
Gaiden, Lungrisser Ill, Phantasy Earth, 
Blue Seed or Wrinkle River Story ever ` 
come to the US? "Cause if not, I’m buying 
a converter and a Japanese college student 
to translate the stories. 
5) Is the Saturn Universal Adapter worth 
buying? i 
6) Since Virtua Fighter III will be hard to con 
vert for the Saturn, would it be possible o! 
a RAM cart to store the backgrounds? K 
Fighters '95 did. | think by doing this 
ЕШ тоге room for character AT ics. 


nt behind the system for that reason. 
om of Japan president Kenzo 
oto did say that they might reconsider 
after the release of the Bulky Drive, though 
| (Car bcom is working on at least one N64 
title, but | don't think it's an arcade conver- 
on). Anyway, even if Capcom did decide 
o make SFIll exclusive to the Bulky Drive, a 
Песі conversion would require over З 
5с5 (and possibly more 2D power than is 


while you may start seeing Capcom 3D 
les on the N64, their 2D titles would prob- 
bly be better served on the 32-bitters. 
Well, the only companies involved in this 
ecision are Sony and Sega, and I'm 
guessing that at least one of them (Sony) is 
somewhat more partial to the PlayStation. 
The deal is that Sony paid SNK for the 
rights to release these games, plus a little 
something extra for the 3-month exclusive. 
Sega has yet to announce that they've 
licensed the games at all. 
6) Haven't heard anything about either of 
those... But the next Darius game will be 


2 add-on ога separate sys ste 
Sincerely, 

Wes Ruscher f 
Mission Viejo, CA ` 


> Hard Arcade is pretty likely, as it's run- 

n Saturn hardware already. _ 
wly, it seems. Sega's plans seem very 

АА and that's why Sonic X-Treme's ` 

been delayed until next year. It's still Way 

too early to judge. 

4) Albert Odyssey Gaiden is on its way 

from Working Designs, and І know a few 

companies are going for Lungrisser ІШІ. 


hardware-based arcade shooter Тһе fir. 
Ray Storm, is coming out in Japan in Janu: 
(and it's incredible, by the way). Let: 
Acclaim will release that here, an 
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Blue Seed and Wrinkle River Story look 


like lost causes (trust me, you're not miss- 
ing much), and Phantasy Earth's existence 
still has yet to be confirmed! 
5) І.һауеп! had any problems with it. 
6) I'S not memory that's the problem, it's the 
lack of polygon processing power. Rendered 
graphics take up very little memory, but 
Virtua Fighter ІІ employs about ten times as 
many polygons as the Saturn can handle 
comfortably. An adequate translation would 
| either require ап unlikely programming тїга- 
cle, or some sort of upgrade chip. 
7) No: news, and l'm sure there won't be any 
for a very, very long time. 


Dear Postmeister, = 

We are so friggin' ticked that they took 
Sailor Moon off the air... Where do we send 
the bomb so they can get the message? 
The sailors rule! They're great influences 
on Eu and -brother. just absolutely . 
loooves their. aiu Tsai 
„= And what's the deal оп Teknoman? They 
So took that off the air. It's getting to be that 
u can't turn on the screen to watch good 


ж 
get my кош 


е anymore. And don't 
arted on Dragon Ball. 
And now, the games: 
Епіх, what's up with them? The Super М. 
has been out for 5 years, and there hasn't 
n a single Dragon Quest game released 
it. Well, not over here. And what about 
Square? No Homancing Saga 3? | hear 
both have quit bringing games over here, 
unless Sony brings them over. 
Is there going to be a Dragon Force 2% 
е first is amazing. And what about Lunar 
he Silver Star Story? . 
On to box art... When my brother gets hold 
of the moron. who drew the cover for Ranma 
1/2 Hard Battle, he's going to strangle them. 
don’t blame him. | can draw it better. (Skip: 
I rip them from limb to limb") When some- 
Jody messes with Rumiko Takahashi's art, 
they deserve to be dragged out into the 
Street, lynched, shot, connected with two 
ucks going in opposite directions, while 
used with gasoline and set on fire (ШЕК 
again, my brother's two cents). 
— Oh yeah, there are girls that play # 
ames. I'm one of them. My brother is going 
Ryoga for Halloween. Need | say more 
bout where his loyalties lie? Skip wants to 
isk if Devil Summoner is ever coming out, 
o. Well, that's our damage for the month. 
ontinue to rock, 


_ influence on you two. It's always good to : 


Tara the Soaring Hawk 
& Skip the Godfather 


` Wow, clearly cartoons һауе been a 


youngsters turn to violence to protect th 
network TV viewing habits... ‘Cause k 


violently defending viewing habits, І hale 
some Sailor Moon-related messages to cor 
vey. | have no idea how my. beloved lette 
page has turned int thg Sailor n equivi- 
lant of the Soldier o E cul ali Mi 

really couldn' t care less, us in the interest 5 
inspiring the d r sone youth of today to 


take a stand for something, and also to 
ensure the safe return of certain family mem- 
bers that have been take ive by the 


"Save Ош: Эа or 


DiC at; — 


-DIC Entertainment 
ppreciation Department 
03 N. Glenoaks Blvd. | | ТАР С... 
Burbank, CA 91502 


апа sign the virtual petition at 
http:/ooney.physics.sunysb.edu/~daffy/sos. 
These addresses from Derek Pryor and 
Cedric Ordonez. And hey, though | may 


grumble, | really do endorse ds semi-noble 1) 
Sai 


quest of th 
better believ at if any 
mysteriously I in the r ІІ 
waste по time іп directing he FBI to the 
of “Soaring Hawk" апа “һе 
ather.” Heh heh... 
d getting back to their questions, Enix 
no lo, ger exists on this side of the Pacific, so 
iess a company like Nintendo. licenses 
ir products, you're not going to be seeing 
of their titles here. Square's back in busi- 
5, though, although they're only consider- 
their future PlayStation titles, none of the 


Е. г classics. l don't think a Dragon Force 2 
is in the works, but | know some of the тет- 
bers аге at work on another simulation/RPG 
by the name of Terrafantasia, that Sega of 


ап will be announcing soon. Sorry, Skip, 
Devil Summoner's prospects depend оп 
Іле success of Persona for the PlayStation, 
and you won't see it for a while, if at all... | 
know that's not what you wanted to hear, but, 
, please... no reason to get violent... put 


3 As а die-hard RPG Тап for the past ten 


years, | gotta say that I'm 
really sick of hearing com- 
panies make such state- 
ments as “RPGs do not sell 
in America" or “It’s really 
hard to translate an RPG." 
Come on, we all know the 
reason RPGs do not sell is 
| 1 because they're usually out- 
| dated and of low quality. 

1) l've heard a rumor saying 
that SCEJ has completely 
taken over the operation of 


y made by them is coming 
here? Any truth to that? ` 
2) Does SCEA hav any 
other third party companies 
that make or RPGs, 


in my short-lived life by countel 
attack from Sega? 
Daniel Lin 

Placentia, CA 


besides Square? 

3) Is SCEA planning on bringing RPGs other 

than Beyond the Beyond and Arc the Lad? 
How about Wild Arms and Popolocrois? 
4) Whats the chance of us (Americans) 
playing Final Fantasy Tactics, Saga 
Frontier, and other well-known Square 
RPGs in English? Is Square going to 
"release only two games a year again? 

5) І haven't heard about these two games 
- for a while, is Konami still going to release 
` Genso Suikoden and Policenauts on the US 
ayStation? ` How. about Breath of Fire 3 
from Capcom? | à 
6) Now that neither Enix or Square is with 
NOA, who else is going to support Nintendo 
64 with RPGs? | q 

7) Is there still a chance to see Dragon Quest 
6 or Tactics Ogre on SNES? Oris Lufia 2the 
end of the 16-bit era? 
8) For the first time I’m really thinking about 
getting a Saturn because of all the RPGs. Do 
you think either Sony or Nintendo is going to 
prevent me from making the b ggest mistake 
ing this RPG 


эе 


илуу 


No, nothing like that. But thi 
à lot more open io fringe game lately. 
2) When уви have Square, do you need any- 


looks e Ж 

4) We'll see.. TRE this. is a Whole 
new Square with a whole new staff and 
exciting new priorities and all of that, but I'll 
believe it when | see it. 

5) Ah, Konami's still on our side. Genso 
should be out immediately, and shortly fol- 
lowing (early 797) will be another 
PlayStation strategy/RPG, Vandalhearts 
(much more on that one next month) and ` 
Policenauts for the Saturn (but not the 
PlayStation). Breath of Fire 3 should hit at 
. around the same time frame. 

6) Enix is still with Nintendo, at least for now. 
Rumor has it that they'll be taking Dragon 
Quest e/sewhere, but they have at least one 
RPG (of sorts) coming for the N64 (Wonder 
Project J 2) and supposedly a few more іп” 
the works. Nintendo's working on Zelda and 
Mother (Earthbound) 3. : 
Z) l'm sorry, friend. But sometimes you 
have to let them go... 
8) Sega's RPG attack isn't proving 1 
ferocious as | might have hop d... 


but very few of them materi. 
opinion, Sony's on te 
Suikoden and Persor й 
Designs сап sta t 
there (Dragon For 
then Sega's Ф fi 
And th it b 
tmeister to an end. А brief note to 
readers: It's not that | only publish questions 
2” НРав апа Зайог Moon, it's that that's 
GET. | used to have such great variety, 


In my 


SCEA and everything that’s ` letters from psychos obsessed with all man- 


ner of things... What's up, people? The | 
Postmeister loves you all! Well not you 
Jaguar people, but everyone else! Write in! 
Seize your moment of glory! The 
Postmeister is waiting! 


[he 


пене! 


didn't think we'd. 
math, did you?) 
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lity video game 
jazine delivered right 
our door promptly 
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se to fifty bucks! 

ers will notice how 
gal you are and who 
ws, you could run for 
ce. This deal could 
ange your whole life! 
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It's the end of the year and the whole 
industry is buzzing over the record- 
breaking two day sales of the N64. On 
September 29th and 30th Nintendo sold 
approximately 350,000 units: 150,000 
pre-sales, and 200,000 walk-in purchas- 
es. Nintendo is also set to release a fur- 
ther 300,000 units on October 11th. 
According to sources at NOA, Nintendo 
will release a further 300,000 units every 
3 to 4 weeks accordingly until the end of 
the year. Nintendo estimates that the 
total number of units sold by the new 
year could be as high as 1.2 million. 


RUMORS, RUMORS, RUMORS... NOT! 
The biggest story floating around is that 
the US version of SM64 may be released 
in Japan as Super Mario 64 Special! For 
some reason Miyamoto feels that the 
extra voice and fixed bugs constitutes a 
more 'complete' version of the game 
that true fans will not want to be with- 
out. Besides that, sources at NOA 
recently disclosed that the Japanese 
version of SM64 was not 64 megs as 
previously reported, but 52 megs. The 
US version, on the other hand, was 
actually 64 megs. 


N64 LODE RUNNER? 

Yes, it's true. A company named Big 
Bang Software (based in Bellevue, 
Washington) is working on a N64 ver- 
sion of the timeless platform/puzzle 
classic Lode Runner. This version will 
feature real time 3D and multiple Super 
Mario 64-style camera angles. 
Production has just begun, so don’t 
expect to see anything on Lode Runner 
64 until the 1st quarter of 1997. We'll 
keep you posted. Not. 


VIC TOKAI JOINS THE N64 TEAM! 
Another fighting game is on its way to 
the N64 courtesy of Krono Digital 
Entertainment, the team responsible for 
Eternal Champions 2. Dark Rift was 
shown at the Alias/Wavefront booth of 
the Japanese Tokyo SIGGRAPH show a 
couple of weeks ago, and spectators 
who saw the demo reported that it was 
graphically on a par with SM64. The 
gameplay might need a little work 
though. In spite of this we have an inter- 
view lined up with KDE for next month, 
along with some shots of the game. Vic 
Tokai is looking for a 1st quarter release 
of Dark Rift, so stay tuned... 
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PLAYER 1, WILLIAMS SECRET WEAPON? 


After only 2 months of work on the N64 · 


version of Robotron X, developer Player 
1 is almost ready to start work on the 
N64 version of... wait for it... Joust 3D! 
While the concept and game design are 
nearly complete, Player 1 has informed 
me that they still need a few more weeks 
of planning before programming can 
begin. The game will feature real time 
3D arenas, and best of all, a split screen 
two player mode with special arenas 
designed specifically for two player bat- 
tles. The game isn't due for release until 
late '97, with a PC CD-ROM and 
PlayStation version also planned. 


NINTENDO TO DELAY GAMES AGAIN? 
Yep, you read that correctly. Nintendo is 
pushing back the Japanese release 
dates of some of their key titles. Below 
is a list of Nintendo's official Japanese 
release dates for the next three months, 
along with the US dates. Read on... 


Tetris Sphere 

JP: Jan. US: Feb. 
Shadows of the Empire 

JP: Nov. US: Dec. 2nd 
Golden Eye 

JP: Jan/Feb US: Feb/Mar 
Blast Corps 

JP: Dec/Jan US: Feb. 
Body Harvest 

JP: Mar. US: Mar. 
Super Mario Kart R 

JP: Dec. US: Jan. 
Buggie Buggy 

JP: Summer '97 US: Summer '97 
StarFox 64 

JP: Mar-/Apr. US: Jun./Jul. 
Climber 

JP: Apr. US: May 
Kirby's Air Ride 

JP: Jan./Feb. US: 2nd qtr. '97 
F-Zero 64 

JP: May/Jun. US: Jul./Aug. 
Yoshi's Island 64 

JP: Mar/Apr. US: May/Jun. 


Well there you have it. Once again, 
Nintendo is incurring massive delays 
in its schedule, in some cases up to 
Six months off the projected release 
date. The reason for this is that 
Nintendo is discovering too late in the 
game just how long it takes to develop 
a 64-bit title, especially a 3D one. As 
with SM64, Miyamoto has requested 
more time to fine tune the games 
under his production, and who are 
Nintendo to argue? Personally, | 
couldn’t care what the reasons are, 
just as long as the games are good! 


SHOSHINKAI ’97 
It’s only a month away. Rumor has it 


^ In celebration of the recent launch of the Nintendo 64 
here's all the info we could dig up. PS: We looked 
> under a lot of rocks. 


we'll witness the debut of Zelda 64 for 
the 64DD, along with Capcom's official 
announcement that they ARE develop- 
ing games for the N64. The Japanese 
press however, states that neither the 
64DD nor Zelda will be present. There 
should also be playable versions of 
Super Mario Kart 64, Yoshi's Island, Star 
Fox 64 and F-Zero 64. Rumor has it that 
a Donkey Kong game for N64 might be 
at the show, but only on video. Sources 
have also indicated that other 64DD 
games (maybe Metroid 64) might be at 
the show, but only if Nintendo is happy 
with the game's quality. 


NAMCO JOINS CLUB N64 

Namco has finally officially announced 
that they will be developing for the N64. 
The first 2 titles will be a sports game 
(Family Stadium) and an RPG (Tails of 
Phantasia 64). Namco has already start- 
ed production on these titles, but only at 
the design stage. The first shots should 
be ready for May or June of next year, 
and the release of both games is 
planned for 4th quarter '97. 


WILLIAMS LEAKS MORE N64 GAMES 
Sources at Williams have revealed that 
Mortal Kombat 4 is due for an arcade 
debut in either March or April of '97, with 
both a PlayStation and N64 version 
planned for 4th quarter '97. The other 
big news is that San Francisco Rush, 
Atari's new driving coin-op designed by 
the creators of Race Drivin’ and Hard 
Drivin’, is also headed to the N64 for late 
'97. The arcade game runs on a 64bit 
R4400 chip designed by SGI, with a 
Voodoo Graphics chip that allows for up 
to 1,000,000 polygons with all the trim- 
mings. Тһегев no word оп а 
PlayStation version yet, but the N64 ver- 
sion is expected to be a 9096 copy. 


Mario Kart 
64 will 
make its 
debut at the 
Shoshinkai 
trade 
show in 
November! 
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The rest of the stuff.... 
SQUARE DELAYS FINAL FANTASY 7 
The release date for Final Fantasy 7 
in Japan has been put back from late 
December to January 31, 1997, with 
no change in price (6800 Yen). 
Thankfully there has been no change 
in the US date — Square is still quot- 
ing March for both the PlayStation 
and Windows '95 versions. To date 
Square has spent an alleged 
$20,000,000 on the production of 
| FFVII, making it the most expensive 
video game ever! On a brighter note 
Sony has decided to release the 
demo disk of FFVII with Tobal No. 1 
over here. The translation is com- 
plete and looking set for release. 


ENIX TO MAKE SATURN GAMES 
Enix recently announced their 1997 
lineup, including a number of sur- 
prises. 9 games were announced in 
total, 6 for N64 and a further 3 
unknown titles. But sources are 
indicating that one of the 'unknown' 
titles will be none other than Dragon 
Quest 7 for the Saturn! Information 
is scarce but | did manage to find 
out that one of the N64 titles is 
being developed by Quintet, the 
company behind Actraiser and its 
sequel. No word on any of the other 
games yet, but rumor has it that one 
of the other N64 games could be 
Dragon Quest Gaiden. 
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There's а 
GameFan 


_.... WARP has finally 
+, begun releasing actual 
screens of D2, their : 
`“ first M2 game. As you  * 
.— can see, no pixels are 
+= present and the game 
=. is running at a sup- 

>: posed 60fps. We'll 

have a report in Jan. 


SRUE MENU 


U.S .REMIX 


Е jS — rar, 
4 % Кү ) Өле a Jammin) Hoes 10-21 = 
And finally... post-review, Playmates did a very cool thing. Certain individuals didn’t care for 
Burning Road's B-Univ-ish soundtrack. Chief H., for one, whined about it in last month’s review. 
There was only one thing to do... track down Tommy Tallarico and have him whip up a hot US 
Remix. Playmates has done just that. What's better is that they left the original tunes in! Now 
you can decide, cheesy Daytona tunes or Metal. Hmmm... I’m torn. 
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9 20) 


IC SUM! ім 34.95/14.00 AIR СОМ: 
Үй мна ЯСЕ ALLIED GENERAL 3995/2000 Í and RF Cable or A/V cable. Genesis systems must include CD connector cover. Additional controllers also purchased. 
ERDRAGOON2 24551200 ALIEN TRILOGY 3495/1400 | Defective systems wil be returned at your expense ($10.00 minimum). $10.00 wil be deducted for each missing or 
0105 3495400 ALIEN VIRUS 39.95/20.00 | defective controller, AC adapter, RF cable, A/V cable. Satum/PlayStation RF units purchased separately. 


in ITALICS are newer and may or may not be available, please call for availability. All games must include box, jewel case, instructions, and any hint books/maps that were included with the game. 
il deduct 5200 for each SNES cartidge without a cardboard insert and $5.00 for broken CD cases. Games without box, instructions, etc wil be reumed at your expense. Canndgos/scs not in 


Import and American ж 


* 


Nintendo 64 


* 


* 


919-872-2440 


Plaustation 


and: Satum, 


Now you can buy at the lowest 
unbeatable prices.Think of it! 


Saving 510, 520 or more ж 
on each and every game you buy. 


Universe~Video-bames 


Light Years Ahead Of The Competition With Down To Earth Prices 


FREE game conversion with the purchase of any N64 game. 


Nintendo 64 Play Import or American N64 games on any N64 system. 


Mario Kart Starfox Tetris Kirby's Air Ride 
Star Wars F-Zero Golf 64 Cruis'n USA 
Golden Eye 007 МК Trilogy — Killer Instinct — Wave Race 


Free universe adapter with 
purchase, play any ps game on 
almost any ps system 


PlayStation 


Soul Edge 

Rage Racer 
Macross VFX 
Wild Arms 

Pro Wrestling 2 


Star Gladiator 

Arc the Lad 2 

Bastard 

Bushido Blade 
ragon Ball Legends 


Final Fantasy 7 
Fatal Fury Real Bout 
Mega Man 8 

Sexy Parodius 

King of Boxing 


Virtua Cop 2 
Daytona 2 Remix 
Samurai Shodown 3 


Sailormoon Dragon Ball Legends Lunar Silver Star 
Virtua On Enemy Zero (D2) ^ Tomb Raider 
Langrisser З Mystaria 2 Thunderforce 4 


* Guaranteed ж 
Lowest Unbeatable Prices In The Universe 
On All Import Games, Systems And Accessories. 


24 HOUR VIDEO GAME HOTLINE 
Call now for the hottest titles 
919-872-2440 


Mastercard, VISA and COD accepted 


Instant cash for select systems and games. ж 


Nintendo 64, Playstation, Saturn, PC CD ROM, 
NEOeGEO CD, Jaguar, SFC, Animation, MD, Game Music, 
Wallscrolls, Toys, PC Engine 


i ж 


Dvernight delivery. Са! today. Play tomorrow. 
Monday-Saturday 10:00 am-7:00 pm EST. 


Dealer and Wholesale Inquiries Welcome. 


All rights reserved for all parties mentioned. We reserve the right to 


refuse any sale, trade or purchase. Games are subject to availability. 


АХ 919-872-6701 


ж 


PlayStation 


http://www.tommo.com 


à и ih, r 
PCOM is a registered trademark о! САРСОМ CO., LTD. Playstation and the Playstation logos are trademarks of Sony Computer Entertainment Inc. Sega 


РСОМ CO., LTD. 1996 © CAPCOM U.S.A., INC. 1996 ALL RIGHTS RESERVED. STREET FIGHTER ALPHA 2 is a trademark of CAPCOI 
Saturn are trademarks of Sega Enterprises. Ltd. www capcom com 


Available at your favorite retailers nationwide http://www.tommo.com 
Phone 818-839-8755 for additional information or to order direct. 


TOMMO INC. 18521 E. Gale Ave. City of Industry CA. 91748 
eMail: tommogames @ aol.com FAX: 818-839-8752 


IET LUP  PUSITIUK TIME VUSITIUM 
2 £ 27 
6 


Op TIME, 2:7. 


кутш инь 
DZE : 


MACHINE SELE 


чы 


D 
k š 


arks of Sega Enterprises, Ltd. All rights reserved 
іг 


© 1996 Pack-In-video Co. Ltd. © 1996 Victor Company of Japan Lt 
ks of Natsume Inc. 96 


PlayStation 


http://www.tommo.com 
96 ALL RIGHTS RESERVED. STAR GLADIATOR is a trademark of CAPCOM CO., LTD CAPCOM is a registered trademark of CAPCOM CO., LTD. Playstation and the Playstation fogos are mecum ot Sony om Entertainment т Capcom com 


'APCOM CO., LTD. 1996 © CAPCOM U.S.A., INC 19: 


Serious Fun™ 


RUNA __ 
С cab С OF EO 


:HCLUSIUE DISTRIBUTOR 


Available at your favorite retailers nationwide http://www.tommo.com 
hone 818-839-8755 for additional information or to order direct. 


TOMMO INC. 18521 E. Gale Ave. City of Industry CA. 91748 
eMail: tommogames @ aol.com FAX: 818-839-8752 


© 1996 DATT JAPAN INC. 


салаты and Sana Saturn™ are reaistered trademarks of Sega Enterprises, Ltd. All rights reserved 


7 WORLD WIDE SOCCER BUG TOO! FIGHTING VIPERS VIRTUAL ON OASIS SONIC 3D BLAST 3 DIRTY DWARVES NFL 97 MR. BONES 


= UNIVERSAL ADAPTOR 


Q M NOW, YOU CAN PLAY IMPORT А. 
v mec SATURN™ GAMES ON YOUR EST 15 
рм а SEGA SATURN™ SYSTEM, JSS 7 
BUY UNIVERSAL |5210 
ADAPTOR & GET 


5 ! P^ 


SATURN™ SYSTEM 7 z% ч 24 
WITH ONE FREE GAME! ' ^b ети. 
СЕ DEAL 


<! 


_SATURN™ SYSTEM SPEC AL 


now you 


WITH 2 


Vaur on ES can watch 0 r$ £ 9 9 w^ = “ЭДО 
See Mer j movie FREE ІШІ include: А < элу p T J 
ЕИ? 3 on your “БҮТ: eco ah al BUNDLE 
| [OR FOR $59 GET Bm | Шс ay package include: 
| Dragon Ball Z, сузат Меда Мап ог h 4" 0 EEE Rally, Virtua Fighter Remix, P жў > EDN HEROES 
Earthworm Jim 2, MEGA KEY, NBA JAM, МІТН 2 FREE ) | | Ü ; E SS MEMORY CARD 


Dark legend, Shinobi, Greatest 
Baseball Nine, and Puyo Puyo. 


AND 1 FREE GIFT VIDEO CDs 


¿J 2. 2 STUNNER “gph Т Жы sticks = ACTION REPLAY GAME ==, ہد‎ 


"= е = = ENTER f CODE AND GET 
j MISSION \ bc rd Se SPECIAL POWER WITH | We SHARK 


STICK ж. g Y теа ; ACTION REPLAY!! ~ 
есек Vues Lo > pem RC Fg duum RRCRDE 
| d : ا‎ FE BIMEG чи mY | FREE GAME RACER 
= ` 20 tz гу Memor hA 
924 ©) 930 пм! 943 
ж” FOR SEGA SATURN™ | FOR SEGA SATURNT™ | FORSEGASATURN™ | FOR SEGA SATURN™ FOR SEGA SATURN™ | FOR SEGA SATURN™ | FOR SEGA SATURN™ 
: Ж 
- €, т” ў 
z ; ' 
ж D P ‹ - 
= i us 
= “4 < 
= 0) 2 Ü 1 
A 1 - B) 
ж” М! л e 


\ 2; 
GHEN WAR BLACK FIRE 


КОП 


1 


° 
Ë РА : 
cc is i 15 : 
bm E y š 
D ا‎ z? ° 
= ni The Lost city a : 
өш” ü P 2 г 2 e ` " \ y : 
CONGO HANG-ON GUARDIAN CLOCKWORK КИТ? CYBER SPEEDWAY 8. GOLDEN ANE ТЕБЕН BAKU BAKU s MYSTARIA $59 


EA: ⁄ CALL US FOR MORE TITLES! 
ү ; | енен 7 p 


s 


Send $18 for our catalog! 
To:1 18521 E. Gale Ave. 
` City of Md CA. 91748 


VIRTUA FIGHTER $49 


DAYTONA USA "m PANZER DRAGOON II$35 X TOSHINDEN REMIX 535 ET OUT $35 WS, BASEBALL II $ 49 VIRTUA COP $59 


7 REAL BOUT 579 TOSHIDENT URA 559 


КШМ. UISIT OUR RETRIL STORE AT: ү E. ЫШ Blud #A116. San Gabriel, CR. 


à | i: | 3 га 3 
KNGOFFIHTERSSSS SLAM DUNK $69 VERLLZLEGE 7 GRADIUS $59 гра тти ROCKMAN X 3 $59 


2 FOR DERLER б ШШЕ = 818-839- 8755 OR FAX:818-839-8751 # : 
TOMMO INC. 18521 E. Gale Ave. City of Industry CA. 91748 y 
ifi NINTENDOS? ZQ eMail: tommogames@aol.com 818-839-8752 ^F. 


Sega™ and | беда Saturn™ are registered trademarks of Sega Enterprises, Ltd, АП rights reserved 
All names and logos are the registered trademarks of their respective companies. Not responsible Юг апу miss prints. 


| Price are subject to change without notea. No refund. 


Ls. танти I 


$49 AND BELO 


q 


de 
p 
PlayStation 


PLAYSTATION™ SYSTEM = 
WITH 1 GAME + ACTION REPLAY 


+ 2 CONTROLLERS $299 


NINTENDO 64 SYSTEM 
CAN PLAY U.S. & 
JAPANESE GAMES 

+ EXTENTION CABLE 


TEKKEN 2 CRASH BANDICOOT NFL QUARTERBACK CLUB 97 


AND MANY OTHER TITLES! 
MEMORY CARD Pius : 


ТТ B o wm + FREE ACTION à 
Кш „== Churi тн PURCHASE: REPLAY WITH | 

| : ANY PURCHASE), 0, : 
Б xe : OF A GAME. [eS аттен 


25 d 
DRAGON BALL Z $79 PSYCHIC FORCE 579  TOBALNO.1579 —FSTOFN 


0 


Nfe NEO-GEO 
24 p 


CDZ SYSTEM AND 
2 GAMES! 


" BLUE IS BACK! 


Aiso took tor Sonic on 
m Pico, Game Gear and PC! б 2: 
COME VISIT OUR RETAIL STORE AT:1045 E. Valley Blud #A116. San Gabriel, CA. 


 TOMMO INC. 


FOR DEALER & WHOLESALE 7Е1:818-839-8755 OR РАХ:818-839-8751 27 


— 1 TOMMO INC. 18521 E. Gale Ave. City of Industry CA. 91748 m 
JL ge RIKER а eMail: tommogames @ aol.com INTERNATIONAL FAX:818-839-8752 2% Ф. 


Price are subjeot (6 ehange without notice: No refund. 


Sega™ and Sega Saturn™ are registered trademarks of Sega Enterprises, Ltd. All rights reserved 
All names and logos are the registered trademarks of their respective companies. Not responsible for any miss prints. 
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а You TAE win а... 


A REE | 


r Z--ENintendo 64 


Or your choice of Sony PlayStation or Sega Saturn 


In ‘lime Ker Chuisunes! M 


Enter now and you could get your prize BEFORE Christmas. Drawing to be held December 15th. Every order gets $ 
Ban pr ay or os and mail the form below. No NE o Call for complete details. 


БЕУ) 


X, 


` Star Fox 64 
° Yoshi' S Island 64 j 


| Nintendo 64 compatible with $ 95, 
universal converter. Т ° 


| Hurry - Limited Quantities! » 


al 
| 


He Ë cing 


Ath quarter '96 
Е Call for price 


E 


| lm ШТ" 


T 
1 D 
° 
CO 


КҮП = ' PSX Pp ДЕН with US 
console: produced before Nov. "95 or with 
PSX ішіне pun proper chip conversion. 


mt Fantasy YI] 

most epic adventure RPG proni [ 

P PlayStation. Final Fantasy ЙЕ S qua s mi t 
ing me of all time. Re serve no ШІ ТЕ; 3 


Bus T Dec 
age Racer 0 Nov.-Dec. 
š Hom TIT . Nov.-Dec. 

Í / / Dec. / 

host in the Shell ` í Ist qtr '97 

Light t ing Lege d Ç Dec. 

Dec. 

Nov. 
Nov.-Dec. 

Feb. 
Ist qtr ' 97 

Dec. 

Dec. 


/ e peed Racer (Mach Go Go бо) 
` Nitoshinden 


Beltlogger 9 2 == = 
Vandal Hearts 

Namco Museum ec 
Legacy of Kain 

Crash Bandicoot 


Project Overkill S 
Coolboarders |0 
Airgrave Shooter А 


Not Treasure Hunter > 
Virtual Pro Wrestling | 
АП Japan Pro у 2 
- Psychic Force 
lone Soldier — — = 
— PO UM 


VA рн, di 


жа PS 


CINE узе of proper Saturn: onv 


All IL import sga saturn titles compati 


Dec.-Ja b) 
lst quarter '97 
°] 4, ? Dec. 
goi Wald dod f} ерісі in the famous far east of eden series) Dec. 
S de riti (enti cipated sequel to amazing isometric quest ) ec.-Jan. \ 


includes Thunder Force 5, 
i 9t 1d pack e released on home system) 


| Samurai Shodown 4 RESERVE М 
“| All Neo-Geo U US Versions, š 


F + gii — -=> 
tn ^| | Ninja Masters 


Samurai a E 


m 
| < EE King of Fighters 


; АП the Classics avail | ~ Call for prices ГЕЛЕ 
. Final Fantasy V NDS | e с 


ı Dragon Quest 6 
' Front Mission 
қ Secret of Mana 3 . — 
| Sailor Moon SuperS | 
Dragon Ball ZRPG — . 
` Tales of Phantasia | 


> - — £ 


/ 


ive. |, ғ апу А 
1 yout amv E 


Streamline series o: 
jassie, receive a 10 


TE y 


dr 


LETTERBOX 


к yi > эз | aie 


J 
yria Vol. 1-3 ; ( i 
— Slayers the Series i MM Ie sss - Jy 
f k ybernetic Guardian ,— - | Ene cin. ӨБ | 
Ñ | а ۳ 4 "E E: K P. е k 


tlabor: the Movie fol. | 
ings of Honneamise | 


our Massive anime 
=== a 


Ask abovt our large 
selection of Sailor 
Moon and other 
anime-related 

== products presently 
in stock! 


Loy WX SÉ Vg Tuer MES 
OI Sa | 7 £ 


42 7 2 2 , 
Import anime and g 


A 


e music CDs: 


ЇЇ... ТИН қ 
RAND | 


is 


ш TOL nai rant : 

| Ghost in the Shell $24.95 
Dracula X series call. 

` Macross Plus series $24.95 
Chrono Trigger series call 
'Secret of Mana series call 
| SNK Neo-Geo series $24.95 
Y's series $24.95 Ç 

. Sailor Moon series $24.95 

Dragon Ball Z series $24.95 


NOTE. í 


Receive $5 off your order when 


`|уоу purchase any two import || °. =“ G 
4 music CDs from the same series! | | Perfect Collec- S | | de. 
qi I ° iE i | tion 2CD, $19.95. | се“ И, “- 
ASN © ) QUI "1 23 = СІП OUr vas ( 
` ascent à { — 
]mport/US resin kits: Call for prices. 
С) ЧН \ WHET. ЕЛ PA 3 Е 
e € ) ф à ne I | tb у 6 | ] 1 кері | 5 
ted kits we carr Celebrate the arrival of Mortal Kombat Trilogy 
К.а N ; W a s 2 ith... ; b f 
; Street Fighter characters ы P ⁄ J 
DarkStalkers characters | Handcrafted / \ 1 


Goro Resin Kit? ж 
fully assembled 
and painted in 
the highest 
detail. z k 


Completet” 


99 Ж 


th ` 3 КДЙ ра: 1 z 4 > e jo ° е 
'oducts all coming 3 Quantities Limited!! 
* Anime and game-related wall scrolls * Game and anime related posters 


* Anime and game-related clothing ы. * Special guide books/hint books/strategy 
* Special collector's import music cds * c. guides/as well as collector's Grt books ` 
e Never-before-seen import accessories * Game “апағаттте related Japanese toys E 


and peripherals Pdf model kits aine b. 
* Incredible import publications > • Posable and special collector’ s figures 


* Import promotionals and demo products _ id 
SEND NO MONEY = pum 

ммм Join The Game Cave Club! 
Free Membership! Jus: fill out the form below, mail in and receive... 


- Registraton In Our Grand Opening Drawing * Game Cave Pre-paid Phone Card 
+ $10 OFF Mail-In Coupon (towards next purchase)  * Game Cave Catalog, And Much More 


дребен" 


Address City 


сап Toll Free aas; 


Phone # 
| Mail completed form to Game Cave @ 421 E. Huntington Dr., Monrovia, CA 91016 
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im and Sonic 3D Blas! ore trademarks of Sega. © 1996 SEGA, P.O. Box 8097, Redwood City, СА 94063. All 


